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Play Is Everything

Epigraph

“You’ve achieved success in your ield when you don’t
know whether what you’re doing is work or play.”
–Warren Beatty
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Abstract
This model making based research project looks at
how various materials—produce, board games, toys and
curriculums—create opportunities for learning through
play. Play creates intimate relationships that are generated
between the spaces we inhabit and the objects and
people that surround us, focusing on cognitive responses.
This paper aims to further awareness of one’s perception
of play and how all forms of play create meaningful
relationships and improve cognitive development,
material awareness and critical thinking skills. Play provides
students with opportunities to learn and allow unlimited
variations on the learning environment.
This research explores various forms of play through
farming, interviewing, photographing, researching, making
and creating a teaching practice around play. It asks: How
do others deine play? How does play accelerate cognitive
development? What materials, objects and practices
facilitate play? How might the creation of games and toys
better our understanding of play? How is “play “a vital role
within education? This paper addresses these questions
through multiple studies (written journal, photographic
journal and model testing) to explore experiences and
deinitions of play. Finally, this paper posits a curriculum to
enable students to explore their personal perceptions of
play and understand the importance of play. Developing
multiple board games and toys enabled the construction
of user studies to implement feedback for improved
educational impact. This research pushes boundaries
in arts education, engaging students in meaningful
connections with others and the materials they interact
with—a practice that will enhance any creative classroom.
II
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Memoir
The day I was born in Salt Lake City, Utah, my
mother thought there was something wrong with me.
Not due to some deformity or a lack of oxygen, but my
silence. I was curious and content being by myself talking
to my imaginary friend, in my room for hours playing with
Barbies, constructing a wedding out of plants for worms
in the backyard, helping my mother in the kitchen or
simply writing in my pink sparkly diary. I didn’t want to
create conlict or make anyone upset. I just wanted peace
and harmony, because I thought that’s what everyone
wanted—for everyone to get along. As I grew older
and my imaginary friend slipped away from my world I
became aware of reality. Not everyone has this mindset.
But if I knew one thing, it was that I could always depend
on being in a happy, noncompetitive environment when
working on my art and cooking in the kitchen.
From the time of my birth until I left for college,
my mother and father spoiled my brother and me with
home-cooked meals. The day began with my father
waking us and asking us a food-related question. Every
morning my father made elaborate breakfasts consisting
of eggs, wafles, omelets and even pancakes from scratch.
Lunch came as a surprise. Whether my father made me a
sandwich, salad or leftovers, it was completed with a note
inside. My mother’s cooking skills came into play in the
evening: dinner and dessert at least ive nights a week.
Whether it was a stir-fry from a new Asian cookbook, her
mother’s meatloaf or Julia Child’s boeuf bourguignon,
she made it all. Naturally, with so much emphasis on
cooking, I wanted to get involved in the action!
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From my irst birthday, stufing my face with
cake in my hands, food allowed me to grow, play and
create. By the age of three, I began to look at food
differently, stripping its name away. I didn’t see food as
just nutrients but for its elemental qualities. The color,
texture, smells and lavors all became these individual
merits standing on their own. Food, in my eyes, grew
into an art form. Pasta became a tool for tying little trees
(broccoli) and logs (carrots) together, while crackers were
multifunctional as loating devices in soup and building
blocks for structures. This form of play was developing
into some form of an art practice.
It all started with the onions. Over and over again
I would get the task to chop, mince, dice and slice the
damn onions. Being a repetitive task, I often felt a week
was incomplete if the onions’ tear toxins didn’t affect me.
After my third mince, I promptly applied swim goggles
around my head to protect my eyes from tearing and
plugged my nose with tissue wads to save myself from
the onions’ stench. Although designated as the onion
girl by my brother—so annoying—it didn’t keep me away
from the kitchen. Raised as a sous-chef, I had gained
techniques with knives, not a typical skill for a 10-year-old
girl. A task needed in the kitchen was a task pursued.
At twelve years old, the kitchen was the irst
destination after any school activity. Slicing, dicing,
mincing and chopping became part of my daily
vocabulary. I grew hungry for more. My preparation
station started with onions and advanced to fruits,
vegetables, poultry and even ish. I became more luent
in the kitchen by studying techniques and paying extra
attention to my senses. Starting as a playful act, food
developed into a curiosity of form and formation, and its
application to cooking became art. Presentation and
IIIIII
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exploration became vital.
When junior high approached, I began to identify
with art outside of the kitchen. Throughout my experience at a charter school, Salt Lake Arts Academy,
my perspective on art dramatically changed. The school
enrolled 50 students in grades ive through eight,
all conined in a small space rented within a church.
Although the location was triling, the student-to-teacher
ratio was incredible. Each class had 12 students; no voice
or opinion went unheard and all ideas were considered in
and outside of the classroom. During the school year, the
entire student body participated in creating something
for the end-of-the-year gala. The content of the script,
included the off-tune songs, the uncoordinated dance
choreography and even the mismatching costume
designs, which were created by the student body. It was a
time in my life when I didn’t appreciate that art had been
integrated within every subject—even math and science.
Art, in various forms, had subconsciously become a
physical part of my daily routine. When I started high
school, it became clear to me that I had taken advantage
of the STEAM education I’d been immersed in during
the previous four years.
However, high school was a completely different
world. Not only was I forced into wearing a prickly,
unlattering school uniform, the arts within the education
system were extremely neglected. The school system
didn’t promote art to the students; in fact it did quite
the opposite, scaring students away from the program
aside from those who had creative conidence. Starting
with basic drawing techniques and perspective, I felt like
one of many ish in a large pond. No one was seen as
unique. In my sophomore year, I became proicient in
scale, rendering, blueprints and architectural drawing
IVIV
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and inally achieved full eye contact with Mr. Bettin—
the art teacher. By senior year, full eye contact became
full conversations with Mr. Bettin. I was one of the ten
“talented” students he hand selected. Throughout the
year, I produced an AP portfolio, consisting of ten original
pieces with an underlying theme. Although rewarding,
the class became an undeclared competition of quality
and quantity.
I focused on quality. Art became more subjective;
each piece was produced with emotion, assisting me
with my personal issues. It was therapeutic, allowing me
to relect and release stress. My portfolio consisted of a
portrait series. Each portrait piece featured an individual
who signiicantly impacted me directly and indirectly,
positively and negatively up until that point in time.
Although I was unaware of it then, my portraits built and
shattered relationships while paving the path of my future.
I had no intention of pursuing art as a career, it was a
hobby of mine, not perceived as a way of making a living.
A week before the deadline, my art teacher pleaded that
I apply to the Rhode Island School of Design (RISD). That
led to three missed days of school, two detentions and
one acceptance letter.
It was silly really. I was missing school to be in school.
The application for RISD was due in three days with zero
time. It seemed like I was trying to achieve the impossible,
nonsensical yet purposeful. My principal discovered me
“absent” from school in the art room where I was caught
red-handed, with charcoal embedded underneath my
ingernails and smudged on my face. I argued with him
that my looming detention was the result of a double
standard. If football players can miss multiple days of
schools for a game, what’s the difference in missing one
day of school for art if my future is at stake? He didn’t buy
it, but the two detentions were well worth it.
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By the end of high school, I realized how much my
parents’ hobbies and occupations inluenced the path I
took in life. Along with cooking, I grew up in a
world of design. Both of my parents being designers—
my mother an interior designer and my father an architect—naturally they started a business together. They were
frequently talking and creating design in some capacity.
There were many weekends in the summer, while my
friends were at the pool, I was either at a job site taking
measurements with my dad, or gathering textiles at
the fabric store with my mom. I was raised to look at the
ine details of furniture and problems within structures.
As a RISD freshman, I had no idea what I was getting myself into. I had entered boot camp—the army had nothing
on the eight-hour studios, three times a week, with charcoal rooted in all crevices of my body. I found myself in a
world that seemed uncompromising and inadaptable. I
took the initiative to explore Providence outside my academic studies and ind my place in the community.
With the help of professors and upperclassmen,
I began to discover my niche in Industrial Design, while
honing social skills that enabled me to communicate
with people in and outside of my ield. As an undergraduate, studying Industrial Design, I began to relate to my
parents on a deeper level. Industrial Design permitted
me to understand how things are made and why people
would want, need, buy or interact with them. I now walk
into a room, whether it’s a kitchen, clothing store, a studio space or even a bathroom and have the ability to
identify how certain items are made.
It wasn’t until the end of my undergraduate experience that I realized my journey as a designer started
with food. Edible substances have the capability to be
VIVI
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transformed into a shape and form that is unusual and
peculiar. Beginning with ants on a log (celery being illed
with peanut butter, garnished with raisins on top) my
food art grew into pieces worth photographing. My process went in various directions that led me to a simple
yet beautiful art form—sushi. The combination of rice,
seaweed, raw ish and vibrant fruits and vegetables created rolls with the aesthetics of a caterpillar or wings of a
butterly. Avocados were sliced paper-thin and arranged
in a lower formation with purple polka dots (pomegranate seeds) and black stripes (drizzled balsamic reduction). Through my exploration of creating various dishes
and mastering multiple cooking techniques, food quality
and process became a more important element within
my design.
My relationship with foods pose questions that
lead to a deeper understanding of their existence, and
the relationship we have with the items we consume and
the products with which we create and interact. Take carrots, for example. How many people acknowledge the
beautiful curves and variety of colors of carrots? Why are
carrots seen purely as a consumable, when in fact they
can be interpreted as an essential element for inspiration?
This simple vegetable, one of many edible substances, continues to spark conversation, form skill sets,
create relationships and sharpen awareness in my life.
Food is elemental for me. There are moments in life when
things just click and make total sense. For me it is the
moments of planting, pulling, cooking and tasting the
life of fresh produce. Food creates a connection of mind,
body and soul—a direct relationship with happiness. As I
gained design skill sets through my undergrad practice, I
acknowledge a larger goal of bringing this relationship I
fostered with carrots into the lives of others.
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After graduating in 2016 from the Rhode Island
School of Design, with an undergraduate degree in Industrial Design, my design brief was to create products
for a speciic user group—anything from a toy for a 10-yearold boy, to a lightweight backpack for extreme hikers. My
role, as a designer, is to create a positive impact on others by being empathetic toward their needs. Although I
have a passion for design, I continue to build my passion
for food and am inspired by organic farming (an often
misused and abused term by the agriculture industry).
During the summer of 2016 I worked on Stengården—an
organic farm in Denmark that embraces the principles
and practices of the farm-to-table social movement. My
time on the farm was an immersive, labor-intensive experience while providing me with a unique relationship with
the vegetables I harvested.
Spending hours and days alone in a ield, my
hands grasping the spines of beans while my rain boots
were sinking into the earth, I began to talk. Not to myself,
but to the beans. The beans had me going. I couldn’t
shut up, everything poured out of me. The most challenging questions I had about myself somehow were answered over just a few sessions with the beans. Within the
inal week at the farm and my inal harvest with the beans,
the rain seeping through my jacket and my hair matted
like a wet dog—I felt relief. They were my therapy beans.
Weight lifted off of my shoulders. Eyes closed, I looked
up into the looming clouds while the rain tickled my eyelids and felt the growth of a wide smile across my face.
I began to relect and the signiicance of my time
at RISD began to knit together. Experiences, all loose
strings, had formed into something valuable. The most
inluential lesson I learned at RISD is the importance of
being in the moment. Although being present may seem
VIII
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a simple construct, it took me four years and a summer
working on a farm to understand and master this concept.
With balance and awareness, I am uniquely able to
take advantage of all the resources RISD, Brown University,
and Providence have to offer. RISD’s six-hour studios and
Brown’s open courses allow students to gain relationships
with our peers and our professors. The model of STEAM
education is expanding and broadening the traditional
model of education.
What’s more, I developed close relationships
with students at Brown by working collaboratively with
multidisciplinary engineers in classes I took there.
These interactions at Brown helped transform the way I
communicate and ideate, and ultimately how I interact
with people outside these academia. Both of these
institutions depend on the vibrancy and energy of
Providence to act as a teacher outside the classroom
setting, shaping my design process independent from
the studio.
Strolling the streets of the city, I discovered local
restaurants serving produce from local farms and petite
coffee shops with over-priced chai lattes. Existing in a
food-oriented city, I slowly integrated culinary arts into my
work, further reinforcing my passion for food preparation
and education. Although I am naturally drawn toward
tangible design, I have a broad interest in how food
plays an essential role in our lives. The combination of
design thinking and strategic planning will enable me to
customize a program in art and design education with a
theme of food education systems.
It’s obvious that my passion for food is no stranger to
me. Throughout my childhood, while constantly cooking
and experimenting with recipes, I often wondered why
food education was not a topic taught in my local school.
Food is our fuel, so why aren’t we learning how to nourish
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our bodies in the proper ways? Why are food curricula
not integrated within our school systems? Utilizing RISD
and Brown’s resources and being in a food-centric city,
I want to use my design education and experience to
create a system that educates young adults about the
proper ways of nourishing their bodies. The awareness
of what we are eating further deepens our knowledge
of health, self-appreciation and thoughtfulness. A crucial
part of the system I envision will teach young adults about
the ways in which advertising, marketing and storefronts
inluence what we consume. Design is everywhere.
As a designer, every story is made of four
elements: (1) creativity (2) simplicity with a speciic (3)
direction kissed with (4) humor. I make it my goal to
live everyday with positivity, optimism and with my own
style, while celebrating the opportunities offered each
given day. Every month is illed with exploration, failure
and insight that lead me to better solutions and greater
passion within my design process. Alteration, perception
and determination allow me to adapt while giving me
great excitement for future adventures.
Our journey and processes as designers are
constantly generating. Designers are carrots. The stem
is our core values, the roots are the various directions
we take, and our leaves are the ideas and experiences
that come from them. All of these elements a designer
encounters have added value and altered the path I plan
to take as an educator. These elements come together as
a whole and create my identity.

XX
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Play Awakening
I am an industrial designer who has created
opportunities for learning through play. My thesis is an
opportunity for me to explore this concept through the
dual lenses of a designer and an educator. My idea of
play starts with my belief that food—the elements and
ingredients comprising what we call “food,” becomes
the material that can be sculpted and manipulated into
playful expressions of joy and nourishment. Food as a
“material” that not only nourishes our body but can be
delightfully manipulated into various forms to generate
new ideas through taste, texture, color and combinations.
To enhance my perception of food as play, I worked on
a farm journaling about the “materials” (tools, plants
and vegetables) I toiled with. From planting a seed to
harvesting a crop, everything starts with a material that
eventually facilitates play. This journey to understand my
meaning of play led me to an adventure of understanding
other’s deinitions.
This thesis is not about food—it’s about how I
can design playful encounters with materials that lead
to purposeful play/facilitated play. Throughout this
investigation, I have been learning through play and how
a designer plays a vital role in developing tools for playbased learning. This thesis is divided into three parts:
past, present and future and, threaded through these,
the notion of an educator for youth, teens and adults.
My research is based on the following three
categories: Journals, Models and Practice. The written
part of the journal focuses on my personal experience
working on a farm. The photographic part of the journal
documents how others deine “play.” The models are
XIXI
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examples of a Game Design and a Toy Design using
different materials to educate those interacting with
them. My thesis will conclude with a teaching portfolio
intended to teach students about materials and design.
We will progress through the thesis in the following
way: Beginning with food, I excerpted written journal
entries from working on a farm for a month, personally
describing how much work is required to create food— our
“material”— the substances that I deine as the building
blocks of “play.” This made me curious how others deine
play. If I deine play as something as simple and yet as
complicated as food, there are so many other words and
ideas to deine play for other people. The farming entries
are followed by a photographic journal of how others
deine play.
Models, the second category, is composed of
multiple board-game designs and a toy design. The
board games are created with different materials, while
the toy designs are created from the same materials but
different in form and color. Both design processes create
multiple ways of interaction and play because of the
materials used.
Practice, the third category, is a teaching portfolio
highlighting the importance of the design process
together with the signiicance of the materials themselves.

I.

Journals

a.
Written Journal
My relationship with food inspires a two-step thought
process. I question both (1) why does food exist in the
form that it takes on our plate, in the form necessary
for us to get our required nourishment? And (2) how
our relationship with the food materials we consume
develops over time. There are distinct details about
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different foods making them aesthetically unusual and
beautiful as a material. Consider carrots. How many
people are aware of the beautiful curves and the variety
of carrot colors that exist? Why are carrots seen by
most purely as a consumable, when in fact they can be
interpreted as an essential element triggering inspiration?
At the end of my undergraduate experience at
RISD I realized my journey as a designer all started with
food. At a young age, I learned that edible substances
had the capability to be transformed into a shape
and form both unusual and peculiar. Beginning in
kindergarten with ants on a log (e.g., celery illed with
peanut butter, garnished with raisins on top), my food
art grew into pieces worth photographing. My design
process went in various directions but one led me to a
simple yet beautiful art form—sushi. Structured rolls of
rice, seaweed, and ish, with vibrant fruits and vegetables
create the aesthetics of a caterpillar or the wing of a
butterly. Avocados are sliced paper thin and arranged
in loral formations with purple polka dots (pomegranate
seeds) and black stripes (drizzled balsamic reduction). By
creating various dishes and mastering multiple cooking
techniques, I discovered that food quality and process
are inspirational and learning elements within my design
esthetic.
Opening with the written journal chapter is crucial
because it encompasses an experience that assisted the
direction I took throughout the duration of creating my
thesis. My journal entries started during the summer of
2016 where I worked at Stengården, an organic farm
in Denmark, which participates in a local farm-to-table
market. I found that using the materials in farming is
parallel to using art materials that facilitate play. Literacy in
journalism (e.g., Nicolopoulou, McDowell, & Brockmeyer,
XIII
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2006) —diary entries—is a form of art making and an
educational tool considered a form of play. The journal
is composed of entries made on a daily basis for roughly
a month. My experience on the farm was immersive
and labor-intensive. I developed a unique, intimate
relationship with the material qualities of the vegetables I
harvested each day. To explore this new insight, I needed
to journal about my work, describing how planting,
weeding and harvesting for me ultimately constituted a
form of play.
b.
Photographic Journal
I deine play as food. But how do other people
deine play? Everyone deines play differently. Depending
on your background (e.g., age, gender or upbringing)
you may have a different deinition. I ind it important
to know how others deine play because it helps me to
understand how other materials, which they interact and
work with, create some form of play I hadn’t thought
of before. To document different deinitions of play, I
proposed a simple group survey. Participants each wrote
down how they deined play in one word on a white
piece of paper (8.5” x 11”) with a black marker. The word
could be any part of speech (verb, noun, adjective, etc.)
but must be a single word. These responses were then
reformatted into a booklet relecting the participant’s
gender and age below the written word.

II.

Models

The ability to play is a complex activity at the core
of human learning. From Monopoly to poker, Doom
to the baseball diamond, games allow us to explore
social interactions, take risks, set goals, develop skills and
expand our imaginations. Furthermore, play entertains us
without any serious consequences. (e.g., Tamis-LeMonda,
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Uzgiris, & Bornstein, 2002). By creating multiple board
games using various materials (e.g., wood, grass, dirt,
cardstock, plastic, foam, spackle, paint, glitter, etc.),
multiple techniques (e.g., laser cutting, model making,
graphic layouts, etc.) and a toy for various age groups, I
highlight the ways play can be educational.
What makes a game fun or memorable?
Throughout the irst semester I explored the intersections
of learning, experimentation, teaching and play. By
constructing multiple projects, I searched for innovative
ways to expand or reinvent game traditions. To create
multiple games, I examined how game mechanics
(rules/systems) thoughtfully combined with game
aesthetics (visuals/story) could be used to craft engaging,
memorable and informative user/player experiences.
I explored quality assurance and usability concerns
through focus-group play tests. The creation of Food
Famine, Art Complex, The Hidden Treasure and Power
Pyramid are all infused with an educational purpose to
their rules and game play. These non-digital games are
conceptually innovative responses to various questions I
posed relating to play.
Toys are engines of cognitive development.
They are an extremely effective tool for enabling
children to learn and stimulating social development
by collaborating with others. Children thrive when they
can adapt to their new surroundings, which change
constantly but gradually. Timbre, the irst toy I created,
enables children to connect and learn through sensory
experiences enabling them to adapt more easily to new
environments. Timbre improves the human experience
by heightening our senses through play.

III.

Practice
By creating a teaching portfolio, I will highlight the

XV
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role of a designer/educator and how each element
is always growing. A tree is a ine analogy. The trunk
represents our core values, the branches are the various
directions we take, and the leaves are our ideas and
experiences that come from them. These elements grow
together as a whole and create an identity. Observation
and creation are important elements that continue to
inluence my life as a creator and instructor inherently
inluencing my teaching philosophy. Perception,
determination and revision allow me to adapt and give
me great excitement for future adventures. All of these
elements a designer encounters add value and richness
to the path I plan to take as an educator. The teaching
portfolio will have six parts: (1) Teaching Philosophy, (2)
Course Descriptions, (3) Syllabus, (4) Class Project, (5)
Assessment Rubric and (6) Midterm Evaluation.

IV.

How do these all relate?

Industrial design, education and food have
two elements in common: materials and (to me) play.
Different materials facilitate play in different ways.
Without material diversity our imagination would not
come to life with such richness and human expression
would be the poorer for it. My thesis is not an attempt
to understand play; rather, the purpose of my thesis is to
irst understand how materials facilitate and enrich play
and second, understand what play isn’t.
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Stage 1
The Power of Play
I.

11

What is play?

My understanding of play starts by asking myself,
“What are my deepest memories of play as a child?” As a
child, I was curious and content to be by myself. I would
talk to my imaginary friends, play with Barbies, construct
altars out of plants for worm weddings in my backyard,
crackers became multifunctional as loating devices in
soup and substantial material for structures, or I would
simply play in the mud. As I grew older, I began to enjoy
creating things with other people. Collaboration allowed
me to experience the different ways something could be
interpreted, designed, manipulated or created.
From make-believe to hopscotch, many different
behaviors are considered playful, making it particularly
dificult to articulate one single all-encompassing
deinition of play. Furthermore, beliefs about the nature
of play vary widely between play theorists, leading to
a plethora of deinitions. For example, theorists deine
play by the nature of the activity itself, such as its lack
of externally imposed rules, need for natural structure
or social interactivity (e.g., Tamis-LeMonda, Uzgiris,
& Bornstein, 2002). Still others focus on personal
attributes of a child, such as freedom of choice in play
engagement, fundamental motivation driving play and
sustained or enhanced positive affect during the activity.
As seen in these deinitions, a particular belief about
play fundamentally produces biases of the activities and
objects identiied as play.
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Margaret Macintyre Latta’s book Play is the
(Missing) Thing is a clear example of how and why
play is incorporated into our daily lives mentally and
physically and how people segregate different objects
and activities into categories and as veriication. She
explains the difference between mental play (openmindedness and faith), which is used when drawing from
one’s imagination and free mental play (seriousness and
accuracy), which is used when playing a game of chess.
Throughout the book, Latta describes play’s
educational powers and possibilities for all learning.
The book also explains how humans have the capacity
for adapting, changing, building and making by playing
with various materials. Play keeps these capacities alive
and students exemplify the various outcomes of play
in the classroom through participation. Latta states, “It
is representation’s pull that alienates knowledge away
from subject matter, suppressing subjectivity and its
inherent agency and vitality to be awakened through
aesthetic play.”(p.15) In other words, Latta is saying
that the representation of various materials and actions
separates one’s knowledge away from subject and
matter that suppresses one’s interpretation through play.
Play ultimately masks failure or fear, enabling people to
create, learn and project what they ultimately think.
When playing with objects, children invoke an
imaginative, role-taking component—symbolic play. An
example of this play is using a banana for a telephone,
relying on familiar objects and scenarios. Research
conirms that some cognitive effects of symbolic play are
far reaching. These effects include enriched conceptual
thought, memory (Newman, 1990), intelligence
(Johnson, Ershler, & Lawton, 1982), perspective taking
(Youngblade & Dunn, 1995), language (Pellegrini &
Galda, 1993), literacy (e.g., Nicolopoulou, McDowell, &
22
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Brock meyer, 2006), symbolic representation (DeLoache,
2002) and creativity (Russ, Robins, & Christiano, 1999).
Most importantly, symbolic play enables children to learn
how to manage their own behaviors and emotions—
central to the development of self-regulation. (e.g., Berk,
Mann, & Ogan, 2006).
Through play, children acquire knowledge and
practice new skills, providing a foundation for more
complex cognitive processes and academic success.
Further, play activities provide social emotional beneits
when children play together. Social play seems to help
children learn to subordinate desires to social rules,
cooperate with others willingly and engage in socially
appropriate behavior. Fantasy or make-believe play
is found to be crucial for building children’s social
competence, including their ability to collaborate with
others, calm themselves and cope emotionally (e.g.,
Connolly & Doyle, 1984). These seemingly contrary areas
of play research all identify complementary elements of
development for children’s growth.
At a young age we naturally have fewer limitations
because we do not have to worry about how much
money we are making, what we are fed, what we are
wearing or where we live. Fewer limitations permit kids
the ability to do more of what they want to do and less
of what they need to do. Children test their boundaries
through curiosity. Curiosity is a form of play where
problems are solved then applied to other situations; it
is a way of learning fundamental skills. Playing is testing
and pushing the boundaries of our social and physical
environments. Through various forms of communication,
children are using their imagination for engagement or,
in other words, to play.
When Connolly and Doyle reference fantasy and
make-believe play I was reminded how these forms of
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play continue to be a coping mechanism in my own
life. When I am playing, all my troubles seem to fade
into the background. I go into a state of mind that no
one else can experience quite the same as I can. My
deepest memories of play were deined by possibility,
self-determination and meaningful play took place on
a grand scale where large and dificult materials (nature,
metal, wood, paint, toys, etc.) became tools (to create
images, objects, settings and scripts) and building blocks
(through collaboration and iteration) of imagination and
cooperation with my peers. Play is not playing by the rules,
but playing by one’s imagination. A good example is the
introduction of large, minimally structured materials and
open-ended, minimally structured environments—such
as a playground—which enables children to interact in
high degrees of complexity.
II.

What is an example of an object/product/
material that facilitates play?

A playground—one example of a site— is a design
that creates an engaging, memorable and informative
experience. The production of interactive products
ensures users have meaningful interactions and joyful
play with designed objects. When children are given
the freedom of self-determined, risky play and openended materials, they will challenge themselves at their
own developmental level. By observing the mechanics of
play, one can document these actions’ stories and the
emotions that subsequently evolve. With the combination
of the game mechanics (rules and systems) and game
aesthetics (visuals and story), a playground is the perfect
enabler of play. Playgrounds, accessible in locations
around the world for children of all ages, are a key
facilitator of play and are essential to child development.
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There are various ways to make playgrounds accessible
even with limited materials.
Materials are designed and redesigned. Therefore,
design is constantly reinventing and replacing our daily
objects. Bruno Latour (2008), a prominent philosopher,
anthropologist and sociologist of science, stated: “Design
has been extended from the details of daily objects
which are designed and inspired by cities, landscapes,
nations, cultures, bodies, genes and to nature itself.” (p.
2) A playground is an application of multiple material
assemblages designed and inspired from the extended
details—shapes and forms—of the daily objects (such as
nature, cultures, nations, etc.) Latour addresses.
Every user who interacts with a playground
redesigns it because their imagination is facilitated by
play. Things have their intended purpose, created to look
a speciic way to meet a certain need for the intended user.
The unintended user therefore redesigns it to meet their
needs. Playgrounds are simply extensions of the location
where they live. They are site speciic yet multifunctional.
Playgrounds permit people to interact with the space,
objects and other people in different ways.
Multifunctional and modulation are key words in
today’s design vocabulary and the ield. Objects create
separate ideas of their purpose and a speciic meaning
behind their form. The form allows for an object to be
separated from its intended use. The object can stand
on its own, a sculptural element in space, and create
conversation and become something different when
people interact with them. Playgrounds are seen as
matters of fact while the materials lend themselves to
the users’ imagination. Architect Aldo van Eyck (Monk,
& Herscher, 2015) and NGO Playground Ideas (creating
playgrounds at The Ruben Centre Primary School in
Nairobi, Kenya), created playgrounds that are matters of
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concern, while van Eyck, simultaneously, created spatial
experiments designed with the imagination for the
imagination to ill.
As an architect in Amsterdam in the 1960s, van Eyck
had a vision of implementing functional separation in the
city. Immediately after the World War II, when many cities
were in a state of depletion and famine, van Eyck saw an
opportunity to use minimal materials and simple designs
to enable child play through the design of minimalistic
playgrounds (photos A, B, C, D).
The playgrounds van Eyck designed have
signiicance far beyond that of a creative solution in a
time of need, and gave more attention to unobtrusive
designs in the speciic site. The shapes and forms van Eyck
created—by cement and metal—were seen as playgrounds
when children interacted with and sculptures when
unaccompanied. van Eyck’s playgrounds were functional
architectural structures that deined a space at the same
time as creating a new space for different ways a child
could interact with them. Through the use of modulation
and bottom-up architecture (A luid design process that
starts with users’ needs and site context where aesthetics
are more responsive than oppressive.), van Eyck’s designs
allowed children to exercise creativity mentally and
physically through play. He literally aimed to give space
to the imagination. Referencing back to the point of
symbolic representation by DeLoache, the interpretation
of van Eyck’s playgrounds is subjective: each person
interacts with the sculptural structures differently and
each experience then stems from their imagination.
III.

Where does play stem from? One’s imagination?
What is the role of imagination in play?
Imagination serves as an engine of learning, where
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children spend time engaging in unreal scenarios—
exploratory play. Caren Walker states, “children pretend
because it exercises there developing ability to reason
counter–factually—an ability essential for causal reasoning
and learning.” (p. 15) Reasoning and learning are
processes of understanding facilitated by a child’s own
exploration of the world, often through play. The skills
involved in play are those that will become important in
adulthood. Crucial to child development are these two
elements: “critical thinking skills” and “creative problemsolving abilities.” (Walker and Gopnik, 2013) The goals
for a child’s cognitive development are to utilize a child’s
imagination. To provide children—or adults for that matter—
with imagination, they need to play. Starting at a young
age, making a mess, exploring different environments,
interacting with different materials, splashing in a
puddle, playing in mud and being exposed to nature
are some ways children develop their imagination and
thus, acquire critical-thinking skills and creative problemsolving abilities. Imagination is a tool that can generate
and cultivate child expansion, emotionally, physically and
socially.
Imagination is bigger than daydreaming, it’s
glimpsing into our potential future. Pearson’s (2011)
article states, “If we stop for a moment and think about
it, our ability to imagine the world around us in the
absence of stimulation from that world is perhaps even
more amazing.” (p.1) This absence of stimulation from
a moment enables us to think beyond the information
being presented, creating mental imaginary. Mental
imagery is associated with our creativity, which allows us
to be unique, distinguishing one person from another—
creating differentiating ideas. Our imagination (our
creativity) allows us to collaborate with others, learn from
other’s perspectives and generate and create ideas that
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were once distant, futuristic dreams. Imagination allows
us to run through a dress rehearsal in our mind’s eye
contributing to our everyday functioning and the
necessity to play.
IV.

What is the purpose of play?

Varying conceptualizations of play have led
to research linking speciic play activities to diverse
developmental beneits. In the domain of cognitive
development, spontaneous everyday play in early
childhood often sets the foundation for early mathematical
thinking as children experiment with shapes, space,
patterns and numbers found in their surroundings. In
addition, research has shown that children use play
to disentangle ambiguities they ind in the world and
to test their emerging theories about how things work
through play (e.g., Schulz & Bonawitz, 2007). Essentially,
the Schulz and Bonawitz idea is when preschoolers are
offered a toy to play with that has an unclear mechanism,
the irst thing they do, without being told, is igure out
how the toy works through exploratory play.
Much like Schulz and Bonawitz, Stuart Brown
(2008) elaborates upon exploratory play. In his TED Talk,
“Play is more than just fun,” Brown explains there are many
forms of play: body play, object play, social play, roughand-tumble play, and imaginative play. These practices
of play link our minds to our bodies through curiosity
and exploration. By giving examples throughout the talk,
Brown enables a listener to understand nature and the
relationship to play by exploration. Brown (2008) states,
“Understanding the state of play that animal’s partake in
enable us to understand how exploratory play is also a
state of play for humans.” Although Brown gives many
examples of the importance of play (e.g., cognitive and
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social development) the most important aspect to
take away from his talk is the absence of play has a
negative impact on humans. We may not have a full
understanding of what play is, but Brown has enabled
people to improve their understanding how we use play
as a form of development. My takeaway from this talk is
that the purpose of play is not doing an activity to seek
enjoyment but when we are exploring we get lost in the
journey of what we are doing. We are playing without
being aware that the activity is play.
V.

Perceptions of play

Play is a multidimensional construct that varies in
meaning across time, culture and context. Play activities
(e.g., drawing, recess and sports) have skewed our
perceptions of the purpose of play and its importance in
childhood development. Recess activities in elementary
schools have been reduced or replaced with structured,
didactic lessons, while teaching techniques should foster
early childhood learning focusing on activities designed
to promote thinking and creativity.
At a young age, many children do not have the
freedom to play whenever they want. Our ability to
play, as a child, stems from the authority of our parents,
particularly the mother. Children are given certain
restraints as to how much they can play, who they can
play with and when they can play. There should be more
emphasis on unstructured play rather than academic
preparation for early academic learning. Unstructured
play is afiliated with imaginary behaviors and structured
play is afiliated with goal-oriented activities. The access
to structured and unstructured play—two key perceptions
of play (e.g., Singer, Golinkoff & Hirsh-Pasek, 2006)—
stems from a child’s caregivers (family and early childcare
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professionals) who share important roles in inluencing
children’s early learning environments. The distinction
between unstructured and structured play gives the
mother—who allows her child to play—the incentive to
direct her child into play she feels is necessary, not what
the child actually enjoys doing.
A study conducted in the U.S. (e.g., Sigel & McGillicuddy-De Lisi, 2002) examined mothers and child
development professionals’ beliefs about the relationship between play and learning.
Sigel and McGillicuddy-De Lisi’s (2002) study found the following:
Study

1

investigated

relationships

among

maternal

conceptualizations of play, perceived learning value, and frequency
of children’s play behaviors. All Play mothers viewed activities
ranging from unstructured, imaginary behaviors to structured, goaloriented activities as play, Traditional mothers viewed unstructured
activities, as playful and uncertain mothers seemed less clear about
what constituted play. While mothers ascribed more learning
value to structured activities, amount of value varied in relation to
their conceptualizations of play. Frequency in which children play
in these activities also varied in relation to mother’s ‘play-learning’
beliefs. Study 2 revealed that professionals and mothers differed
in their play beliefs. Professionals rated structured activities as nonplay, associating less learning value with these activities compared
to unstructured activities. Implications concerning societal trends
toward structured learning environments for children are discussed
in light of Irving Sigel’s work. (p.307)

This study reinforces that play is regarded as an
integral component in learning and child development.
Contrary to this belief, play activities that foster intellectual
exploration and lexibility appear to have diminished
in society. Across early childhood education and home
environments, play has shifted from its previous childinitiated basis of “free” or “unstructured play” to a
structured, educational thrust for early academic preparation.
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VI.

What are the outcomes of play?

The outcome of play is, a majority of the time,
pleasure. But, just because someone gets pleasure out of
playing doesn’t mean it is unproductive. Play is not purely a
privilege or an indulgence, yet we were trained from a young
age to think of it that way. Throughout my childhood I had
a distinct memory of my mother saying numerous times,
“You only have x amount of time to play and then you need
to inish your homework.” Play was not perceived as being
productive, yet looking back, there are so many positive
outcomes that come from it—bravery and compassion to
name two. Play should be integrated within an education
practice, not the contrary. It’s fundamental to children’s
experience and learning.
In 1996, in an effort to bring China’s pre-K standards
in line with the developed world, the Ministry of Education
released “Standards for Kindergarten Education.” Article 5,
section 25 and subsection 6 (e.g., United Nations, 1990) of
these standards state that kindergarten education should
treat play as a “foundational activity to be included in every
type of educational activity.” The challenge is not simply to
integrate play within education systems, it’s to integrate play
without joy and strip self-exploration from children in the
service of adult ideas about how play should be directed to
serve speciic educational and developmental goals.
Anji teaching, based in China, is a form of practice
that incorporates exploratory play within their courses.
According to Anji Play World (2017), elementary school
teachers who practice Anji teaching “are inding that the
children entering their classrooms are highly engaged, that
they have concrete, irst-hand experiences that support
the abstract concepts they are expected to learn and that
they are adept at cooperation, self-initiated learning and
that they are highly creative.” (Anji Play World, 2017)
By trusting our children, this form of play is a movement
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of love, risk, joy and relection, which inevitably are
fundamental principles in empowering our children
through play to inluence our future in the most
encouraging, constructive yet powerful way (e.g., language
and literacy).
Language and literacy are built from the irst day of a
child’s life. Speciic educational and developmental goals—
facilitated through play—are to enhance reading and writing
skills. It is abundantly apparent that opportunities in school
for children to develop social skills such as group learning
and playing collaboratively together are being replaced
by additional time spent on core curriculum activities
and standardized tests. As children our interactions with
parents, siblings, families and eventually teachers and
classmates, occur primarily through play. In The Journal
of Inquiry & Action in Education, Mielonen and Paterson
state, “When children play and communicate through
play, they are learning how language works and gaining an
understanding of how to interact with other people.”(p.15)
Poor social skills result from limited social interactions that
(in theory) interfere with language development. The key
to seeing the relationship between play and education is
through supporting one alternative along the process of
cognitive, social and physical development.
Through play, children are constantly solving problems
they can apply to other situations. It’s a way of learning
life skills. These skills translate into gaining achievement
by testing and pushing the boundaries of our social and
physical environments. These achievements facilitate the
creation of other mechanics, applying our observations
from our past experiences to our future goals. Goals and
achievements generate engagement and competition with
our peers, which result in a strategy. Without our imagination
and materials to support our ideas, everyone would think the
same. Play is vital within education systems.
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Stage 2
Pla(y)nting
I deine play as food. Food is a material that not
only nourishes our body but also can be manipulated
into various forms to generate new ideas through taste,
texture, color and combinations. Through an infatuation
with food as a material and substance along with its
shape and form, the origin and growth of food is an area
I needed to explore to gain a different perspective in its
application of play. This form of play only exists through
the existence of plants and animals themselves.
By farming on Stengården farm in Denmark for
one month, I was able to enhance and understand how
I deine and perceive play. As I worked on the farm, I
journaled about the various experiences and the different
crops “materials” I encountered and manipulated in
some capacity. From planting a seed to harvesting a crop,
everything begins with a material that facilitates a form of
play for me. Throughout this journey, I was understanding
food cycles and the utter importance of each stage of a
crop’s growth. My deinition of play became much richer
and inevitably turned into an adventure enabling me to
understand how others deine play for themselves.
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Thursday, July 28 – Big Bertha
I struggle to shift Big Bertha (my suitcase)—illed with too
many clothes, hence the name—along the gravel parking lot
from the van to the house. As soon as the door opened—
praying there were not stairs—I see stairs. Not your nice set of
childproof stairs, but the kind that are so narrow you could
fall down on any given day. Fifteen minutes later, as sweat
trickles from my temples, I reach the top of the staircase with a
pleasant expression on my face. This place is much nicer than
my brother’s place in Manhattan. My room is quaint—cabin
like—with a slanted ceiling and one large glass window that
frames the chicken coop and apple orchard. I breathe in and
take in the fresh air seeping through the open window. The
bed is completely stripped leaving a few stained pillows and
a mattress looking like it has had a longer life than the wood
loors beneath my feet.
Entering the kitchen, I made small talk with a few of the other
farmers: “so … where are all of you from?” Eventually I ask,
“What is the farm work like?” They give me the low down:
We at 8am sharp. Prepare yourself for rain at least two times
throughout the day and your feet will be really sore from
standing on them all day. Chris, a co-worker, followed up with
“Don’t worry, it only takes about a week to get used to it.” I have
no idea how I am going to do this. Prior to arriving on the farm,
I had been walking an average of ten miles a day and injured
my foot. Every time I put pressure on it, it’s as if thousands of
needles are being pressed into the arch of my foot.
Here goes nothing …
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Friday, July 29-Day 1 – Beans, String Beans
No alarm needed, the morning starts. There is a perpetual
cockle-doodle-doo. It’s as if a bunch of roosters are in a rap
battle. It doesn’t stop. The sun is bright; it shines through my
bare window like when my mom would pull open the blinds
when I was younger to wake me. Trust me, I am wide awake.
There is no way in hell it is already 7am. I check my phone:
Five!! Good God. This is going to be a long three weeks. I try
to fall back asleep with a pillow hiding my head to cancel out
the noise—I struggle to breathe. I search Big Bertha for the eye
covers the airplane provided me and eventually fall back to
sleep. I wake 20 minutes later to the sound of my alarm. It has
never sounded so cruel.
My assignment of the morning is the beans—there is something
about them that seem magical. As I approach the ield, I see
multiple rows crowded with string bean bushes. It looked like
an army had dumped buckets of green beans in an assembly
line next to one another. It was illusory; I have never seen so
many beans in my life. Bend, pick, toss, bend, pick and toss.
Time peacefully lies by. Each bean carefully plucked and then
tossed into a large, dirt-tinted white crate. An hour and a half
goes by and four crates were spewing beans from every hole.
Coffee break consisted of bread with homemade jam, local
honey and peanut butter paired with coffee or tea and a halfboiled egg.
Following coffee was any gardener’s worst enemy: weeding. I
remember when I was younger, my parents would make my
brother and I weed the gardens up to three hours at a time. I
hated it and yet here I am in Denmark about to weed. Three
hours of weeding and two rain showers later, it legitimately felt
like my back was broken. The leeks had defeated me. Who
even eats leeks? ... I’m exhausted.
1818

Play Is Everything

Squash & Kale Field
Stengården.2016
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Saturday, July 30-Day 2 – Steel Hairs
I was in awe as I picked green and yellow squash. I had no idea
they grew from such an enormous lower. I cradled the gourds
in my small gloveless hands and noticed their elongated
bulbous form. They are—by far—exceeding the vegetable
standards of being an “accepted” size and form to be sold in a
grocery store. All without pesticides and GMOs. The steel-like
hairs that grew from the squashes skin, penetrated and stuck
into my skin founding a new home. This was not a superlative
situation. Gloves are a necessity.
The afternoon consisted of back-breaking weeding. More
leeks.
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Monday, August 1-Day 3 – Po-TAY-toh, Po-TAH-toh
Potato picking. Potato picking? Regardless of the right way to
pronounce po-TAY-toh (how I say it), today’s task was picking
potatoes. It was that moment when I realized I had eaten lots
of potatoes and didn’t know how they were grown. I went into
calculation mode and wondered how many potatoes I had
eaten in my life. One potato every week (on average), four
weeks per month, 12 months in a year and 22 years old: 4 x 12
x 22. A grand total of 1,056 potatoes and I didn’t know how
they were grown. Unacceptable. I thought to myself, “I should
know where all of my food comes from.”
As I walked over to the potato ield I noticed a huge machine.
Potatoes, which are planted and then grow underground, are
brought up with this mammoth like tractor. It has large sharp
teeth on the front that cause the potatoes to be brought up
through the surface of the soil.
Unfortunately, weeding was the main event for the afternoon,
yet again, for waayyyyyy too long. Although it was long, I
inished the life of a lot more weeds by using these handy
tools called SWEEDS. They have an interesting shape with a
triangular metal tip that cuts into the weed’s roots and then
bring them up to the surface. Leeks are looking pretty weak.
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Tuesday, August 2-Day 4 – My Sweet Pea
It was all in a blink of an eye. We started out the morning with
picking peas, but not just any kind of peas … peas in a pod.
They are simply the sweetest peas I have ever consumed; my
taste buds were bafled and my body was confused. I wasn’t
getting a sugar high from candy and yet the sweetness of
these vegetables could not even compare. It’s 8am and I am
consuming vegetables that taste like candy. What is going on?
This makes no sense. But I love it. I am not going to dispute
this phenomenon.
Not only is the taste surprising, the peas are the perfect size for
my hands to pick. It’s relaxing and peaceful and so satisfying
plucking the individual peas off their long, curling arms.
When they are plucked from their stem, there is a soft pop,
noticeable, but too quiet to hear if one was ten feet away. It’s
somewhat romantic, really.
The afternoon consisted of one of the hardest tasks yet,
covering the carrots. Carrots, due to their taste, attract a certain
kind of worm—tuberworm—that creates tunnels throughout the
carrots by eating them. To prevent these worms from eating
the carrots, inely knit plastic nets are pulled over them. Let me
paint a picture, because this task sounds simple. The nets are
covered in dirt, which adds extra weight, and are more than 30
feet long. It’s pouring rain and we carried them over 20 feet
of fully-grown cabbage bushes. Yes, cabbage grows inside
the heart of “bushes,” which are anywhere from 3-4 feet tall—
not the easiest things to maneuver around. THE STRUGGLE
WAS REAL. Slipping in the mud with my tall rubber boots,
sunglasses on my face, completely drenched and just looking
sexy.
After we inished covering two beds of carrots (15 x 200-300 feet),
we were now onto weeding the beets as it continued to rain.
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Cabbage Field
Stengården.2016
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Wednesday, August 3-Day 5 – A Meditative Practice
Morning started out with relection as I picked the beans. This
is deinitely one of the most meditative tasks. Yoga has nothing
on the beans.
Afternoon was simply wonderful. I had never sat on a ield
of dirt and been able to take the time to play—and not be
judged—with the dirt in my hands. A material made of so many
different elements, literally hundreds of years of life and death
in the palm of my hands. Six rows of freshly plowed dirt, with
an appearance of a down comforter, and not a weed in sight. I
sat on my knees, piercing a small hole next to me with my two
ingers and placed two young lettuce buds on either side of
me, followed by a slow sweep of dirt over their roots and a soft
push, as if I was tucking them in for the night. I felt so at ease
with the air so crisp and the earth stable beneath me. My life
bringing life to the land around me.
After I inished planting the young ones, I was off to weed my
magical beans.
As I approached the lengthy ield of cabbage I realized
that I was not weeding the typical wildlower. Oh no, HUGE
understatement. These were goddamn trees. I used my whole
body weight to take these creatures out of the ground. It was
incredible. Including the roots, some were my height. But
when I pulled a whole weed out (roots included), it was as if I
inished a marathon—satisfactory. I caught myself getting really
into it and yelling, “Die weed! Die!” Coming back to reality, I
looked around to make sure no one heard me.
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Thursday, August 4-Day 6 – Sweet as can be
Morning started out with sweet peas in a pod. I pluck one and
pop it into my mouth. Yep, it’s just as I remember, the sweetest
vegetable I have ever consumed. I was addicted. At every
bush I had to have one. I probably consumed at least a freezer
Ziploc-bag worth of peas within that hour.
But, little did I know, after coffee, I was in for the cheapest
CrossFit workout known to man. After making my way to the
pile of what looks like rubble, it turns out to be a massive
mound of tree trunks. We aren’t talking some precut Home
Depot plywood; I’m talking straight from the forest, bark and
oozing sap included. Our job: move pieces into a jig that
essentially enables the rounded wood surfaces to stay in place
when stacked on top of one another. A game of Tetris.
Now, as if moving these large 10-30 pound pieces of wood
wasn’t enough of a workout, the real deal starts. I get to use
the chainsaw! Woooooo. Look at me now. Men don’t have
anything on me. Awesome, but the problem was turning it
on. You know that dance move, the lawn mower? Now think
of it on crack. Let me put this into simple terms. The lawn
mower is on the ground—gravity is in your favor—and then one
simply pulls the wire that triggers the gas. The chainsaw, on
the other hand, is not that simple. You have to hold it, push it
down, while you are also simultaneously pulling the wire the
opposite direction to ignite the gas—a shit ton of coordination,
aka CrossFit. Pretty sure it took me at least ten unsuccessful
attempts before I could start the thing and essentially unable
to feel my right arm.
After cutting through ive feet of individual, overlaid pieces of
wood, the parts were then transferred onto a Bobcat to drive
over to the wood shed. The journey to the woodshed is my
favorite part because there are a few wild cherry trees enabling
me to grab a sweet treat.
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I continued to the shed with a red purple stain around my lips—
something I didn’t notice until I saw my relection in the side
window of the Bobcat. Playing hot potato with the wood slabs,
I tossed the wood to another farmer—my partner in crime—and
he would lay the pieces in a row and stack them on top of one
another.
The pattern continued for three hours.
As I sat down for lunch my arms were shaking. I felt like I had
just swum the fastest race of my life—in butterly.
It was such a surreal feeling. I loved it. For some reason I felt
so empowered, handling heavy machinery, working with the
heavy wood. No other feeling like it.
The wood material is used to heat the farm’s buildings.
No gas, No electric. Eco- friendly. The use of one material
to manipulate another material to produce an alternative
substance was fascinating—a wood cycle.
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Tomato Harvest
Stengården.2016
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Monday, August 8-Day 8 – New Harvest
First day of multi-vegetable harvesting! Whoop whoop!
I start off harvesting the leeks, which are not a prevalent
substance in my life, are extremely popular in Denmark.
Second, I harvested the kale, which is called cabbage in
Denmark and therefore extremely confusing. The bushes are
quite extraordinary; the color varies from green to a purple red
with the texture being hard and yet spongy. They almost look
like they belong in the bottom of the ocean or along coral
reefs. I was amazed how much I could it in a 3’x 2’x1’ box. The
third vegetable I harvested was arugula. I would describe the
plant as if it were small little bunny bushes (because they kind
of look like bunnies). Last but not least—my ultimate favorite—
are the CARROTS!!!! I almost started crying. Just seeing the tall,
slender yet voluptuous green fuzzy-like stems coming out of
the ground brought tears to my eyes. Taking a pitchfork to the
sides of their bodies, I dug deep to let their bodies loose and
with a inal pull of my hands I released them from the depths
of their homes. IT WAS THE MOST SATISFYING FEELING! I
felt a weight lifted from my shoulders. I loved seeing all the
various shapes and forms. Occasionally I would come across
some that were intertwined and twisted with one another. Ah!
LOVE in the ground to love in the air.
After harvesting I went to the packing room to pack all the
vegetables to go to the store. It was a repetitive yet extremely
therapeutic process.
Once I inished packing all of the vegetables, I proceeded to
the strawberry ield to do a bit of weeding. Every so often I
would come across a strawberry, which made the meticulous
weeding process worthwhile. They were the best strawberries
I had ever tasted. Although quite small in size, their lavor was
larger than life. It was so real, a sweetness that no candy can
quite replicate.
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Wednesday, August 10 - Day 10 – Wood Tetris
I started the day out as a lumberjack, although this time it was
a bit different. There was a new toy involved: a wood splitter.
Simply brilliant. The tool is a long extendable platform with a
large, charm-tale blade—it looks something like a shark in—at
one end and a large foot on the other, which is connected to a
hydraulic release system. Inevitably the sole use and purpose for
this machine is to create irewood. To make irewood, I placed
a large piece of the trunk in front of the blade while the foot
does the work as it pushes the wood into the blade, splitting it
in half. Not only was the machine a brilliant invention, the noise
it created when the wood is splitting is so satisfying. It sounds
as if a boat is hitting an iceberg, echoing in the depths of the
ocean. After the wood is all split into quadrants, I load them
onto the large shovel on the front of the Bobcat, take to the
wood shelter, and then unload the pieces, stacking them one
on top of another in a strategic way—as if playing Tetris.
After coffee I assumed I’d be onto a new task, but boy was I
wrong. I continued to work with the lumber throughout the
rest of the morning up until lunch. I learned a new skill set,
one I wished I were taught at a young age. I learned how to
drive the Bobcat. LOVED IT!!! I felt like a kid again and I inally
understand why my brother was obsessed with trucks when
he was younger. If I have a daughter someday, I’m making sure
she understands machinery and experiences it by learning
how to drive a Bobcat at a young age.
As I was maneuvering, lifting and cutting the wood I started
to think about all the different purposes of wood. They are
extremely disconnected. A trees purpose is to clean the air,
regulate the environment and provide for nature, yet we tear
trees down to create new objects that pollute our world. It’s
such a complex issue because we need wood to maintain our
species, but we have exceeded our needs and are simply just
creating stuff. Three hours later, CrossFit part two.
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Friday, August 12-Day 12 – What Feeds the Strawberries?
Time lew by with a blink of an eye and a cup full of chicken
poop. Otto, the head farmer, had experimented with various
strawberry fertilizers and concluded that the poop from the
chickens is the best answer. It was quite the process. The
chicken poop is sent to a company that compacts it into
little pellets and then sends it back to the farm. Who would
have guessed that I would feed strawberries with a spoon
full of chicken-poop pellets? With a cup in one hand and the
spoon in another, I did wide squats as I snaked through the
rows of strawberries.
After coffee I was given the task to mow the apple orchard
lawn and did it need a haircut. The day had come where I
was going to achieve another life goal of mine: Learn how
to use a driving lawn mower. The beauty was a classic John
Deere Automatic. This thing lew! Aladdin’s magic carpet had
nothing on me. The irst time I set foot in the orchard I lost
sight of my shoes; they disappeared in what would appear
to be an ant’s jungle.
Being the irst time using an automatic, I wanted to prove
myself worthy of the task. The grass needed to be consistent.
As I swung around the corners the apple trees branches
destroyed me. It was as if each branch had its own set of
nails. There were multiple points during this task where my
hair bun got caught on the branch—instant whiplash. This
was great. Not only did it look like a cat just attacked me, I am
pretty sure that I lost lots of hair. All in all this was a success:
Learn how to operate heavy machinery. Check!
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Sunlower Garden
Stengården.2016
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Tuesday, August 16-Day 13 – Bittersweet
Today I was graced with the sun’s presence. There was not a
cloud in the sky. This was extremely unusual for Denmark; it’s
typically 15 minutes of sunshine followed by two hours of dark
purple clouds with temperamental showers.
Although the sun was out it was my last day picking peas, which
will be nice for my back but sad for my taste buds. These peas
have been the best breakfast I have ever experienced. Sweet
crunchy little spheres easy to bring on the go. Better than a
bag of chips—for sure—and are slightly better than Pringles.
After coffee I was given the task to collect the “large” rocks
on multiple ields. Seriously. I need to collect rocks? I actually
thought it was a joke for a bit. Nope. I carried my pitchfork,
which I was supposed to use to “shovel” the rocks onto the
front shovel of the Bobcat. They were useless. After ten minutes
I ditched the large fork and used my hands. I continued to
slip in my boots with every step in the soft sand-like dirt and
did some major twists as I threw the rocks in the Bobcat
that traveled behind me. Although the sun was nice it was
extremely hot as I swept—as in throwing the large rocks in the
large shovel in the front of the Bobcat—the dirt ield.
By the end of the irst hour I had igured out an eficient system
that didn’t leave one rock behind—lunges. I would traverse
across the dirt, lunging to reach the rocks and throw them in
the barrel behind me. It earned me a nice rain-boot tan. Super
sexy. Three hours later—time soared—I thought I had broken
my lower back. I soon found out I would continue this task for
the next couple of days. Apparently the rocks are like weeds.
They seem to always come back!
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Thursday, August 18-Day 14 –Thank you, Magic Beans
The last day could not have summed up this experience any
better. I started with beans and ended with beans. I had been
told the beans needed a last “sweep.” Nothing was holding
me back. I rushed to the beans as if I was a mom who just
found her lost child in a grocery store. It was perfect. I got to
hold their small bodies in my hands one last time! This process
was slow; I wanted to take in every last breath of farm fresh air
as I could as my eyes coasted along the horizon for the last
view of the ields.
As I relect upon my experience it became quite clear this was
an opportunity that was fun. It was play. Everyone here plays
differently. We all partake in more or less the same tasks, yet
in different ways with different systems. So many different
materials here are the fundamentals of what continue to bring
us life, inevitably enabling us to play.
With each picked bean, chain sawed log and thrown rock a
thought is left behind and gained. Each task has started with
one thought, one item and led to a pile that stands on its own.
Each interaction with different materials facilitates a diverse
form of interaction and distinctive outcome of play.
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Multi-variety Bean Field
Stengården.2016
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stage
How do other people
deine play?
37
Ages 2-6
38-40
Ages 10-16
41-45
Ages 21-28
45-50
Ages 30-72
50-54
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Personal play

3
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Stage 3
Personal Play
Play
Merriam-Webster’s collegiate dictionary’s (2003) deinition of Play:

Verb
1.
Engage in activity for enjoyment and recreation rather
than a serious or practical purpose.
“The children were playing outside.”
Synonyms: amuse oneself, entertain oneself, enjoy oneself,
have fun, relax, occupy oneself, divert oneself, frolic, frisk, caper
Informal: mess around
2.
Take part in (a sport).
“I play softball and tennis.”
Synonyms: take part in, participate in, be involved I, compete in,
do
Noun
1.
Activity engaged in for enjoyment and recreation,
especially by children.
“A child at play may use a stick as an airplane.”
Synonyms: amusement, entertainment, relaxation, recreation,
diversion, distraction, leisure; enjoyment, pleasure, fun, games,
fun and games, horseplay, merrymaking, revelry
Informal: living it up
2.
The conducting of an athletic match or contest.
“Rain interrupted the second day’s play”

How one deines play is subjective. This
photographic journal consists of 58 participants, male
and female, from ages two to 72. Each participant has
written down how they deine “play” in one word.
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Stage 4
Play Promoters

Introduction

57
57

The outcome of the work I am producing is not
to create multiple products, but to emphasize how
different materials, shapes and forms facilitate play and
improve cognitive development. From the point of
view of educators (through interviews), adults (through
testing games) and children (through testing toys), I have
established a better understanding of what play means
to each individual and to me, personally. In response to
my research on various forms of play and facilitators of
play (e.g., board games, playgrounds, sports and toys),
I have created multiple board games and toys with the
objective of discerning the difference between how form
inluences play and how materials encourage play.
Although people often see games as something
to do in their leisure time, people don’t always
acknowledge the importance of playing games as
rich learning opportunities. They drive our desire to
master new skills—especially when it’s a new game— and
satisfy a competitive urge. Games enable children to
become better at number, letter and shape recognition,
grouping, counting, visual perception (DeLoache, 2002)
and important social skills (Pellegrini & Galda, 1993).
These social skills (e.g., sharing, waiting, taking turns
and interacting verbally and physically (Johnson, Ershler,
& Lawton, 1982) are crucial for learning environments.
Board games facilitate play while fostering cognitive
development. By constructing multiple projects, I searc-
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-hed for innovative ways to expand or reinvent game
traditions. To create multiple games I examined how
game mechanics (rules/systems) thoughtfully combined
with game aesthetics (visuals/story) could craft engaging,
memorable and informative user/player experiences.
Toys provide opportunity for kids to learn. At a young
age, when interacting with blocks, children gain basic
knowledge about gravity. Children constantly retest the way
that different objects interact with the environment through
curiosity. As toys continue to drive a child’s curiosity, the child
starts to exercise their muscles in new and different ways.
For example, when children are playing on a playground
they are generating and practicing new and old skills,
such as balance and coordination. This practice of play is
relevant to the toy I made because of the ergonomic forms
and the use of multiple materials (wood, plastic, paint,
and beads) that can help children gain skill sets related to
their senses. The creation of each model is achieved by
exploring multiple forms in different materials (wood and
plastic). I created multiple toys that engage a child’s senses,
encourage interaction and invite children to create and
use their imaginations. The goal of these projects was to
explore the relationship among craftsmanship, technology
and mold making —engines of cognitive development—by
creating toys that encourage play while educating the user
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I.

Toys
Timbre

59
59

The aforementioned exploration was divided into
two stages. The irst stage investigated and dissected the
meaning of play through research. How do other people
deine play? What is the signiicance of play? How does
play inluence cognitive development? What is the role
of play within education? Through the investigation of
these qualities, I facilitated an understanding of wood’s
inluence as a material and the deeper meaning of the
toy’s purpose.
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Exploring multiple forms, created on a lathe from
different types of wood (ash, poplar, cherry and walnut),
I investigated how each material inluences the way
someone interacts with it through play. Using my skill
sets, I was capable of pushing my design process despite
material restrictions. Working with familiar resources, I
cultivated the ability to view objects and materials not for
what they are, but for what they can be by testing and
pushing boundaries through novelty.
Our curiosity drives us to explore, to play. Our
senses allow us to understand the world around us.
Materials drive our curiosity. When we see something
our instinct is to touch it, to use our senses and gain a
better understanding of what the material is. Before I
started to sketch and iterate ideas, I asked myself speciic
questions about the materials I wanted to use. What is
the signiicance of using wood versus plastic? How might
various types of wood change the way in which people
interact with it? What is the purpose of the toy aside
from entertainment? The material and educational goals
of Timbre is to push the boundaries of wood’s original
form by creating multiple, unique and purposeful forms.
Timbre combines movement (by carved wheels), sound
(colored beads in a plastic tube), color and texture
(wood grain), enabling a child to play and interact with
the toy in multiple ways. Several ways of play expand
their knowledge of multiple senses. The subtle gesture
of color along the grain of the wood (accomplished by
carving the wood, sandblasting it, p3ainting it with acrylic
paint and then sanding it again) drives a child’s curiosity.
Timbre improves the human experience by heightening
our senses (touch, sight and sound) through play.
The texture of the wood is smooth like polished
silver. The colored wood grain and faces of the “puzzle
pieces” enable a child to understand the “right” order
6060
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for the shape to stack correctly, while allowing the child to
create new arrangements by stacking them in disorder.
The colored beads, which match the color of the wood
grain of each toy, jump and slip on the inside of the clear
plastic tube when Timbre is rolled or lipped from side
to side. This movement generates the sound of rain
against a window. These elements come together and
create Timbre, which aims to make us more aware of our
surroundings and our impact on interactions.
Inluenced by the primary use of wood in traditional
Danish design, I tested and pushed the limitations of
multiple types of wood and the combination of multiple
materials by creating four different prototypes of a Timbre
that enable play in our social and physical environments.
After testing these toys, I applied the feedback and
observations from multiple prototypes and incorporated
new design iterations in the inal product. I explored
rapid prototyping methods through model-making
exercises and achieved polished working models for the
inal product.
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Color Cubes

In our world it is clear that matter out of place is
“trash.” Generally, at the point of dislocation, stuff usually
consists of leftovers or remainders—waste or unwanted
material—from some activity or process. So why not
make that “waste” a part of a new activity and process?
Wood shavings are some of the most beautiful forms
created when working with wood. Why don’t we then
bring our curiosity to the next step of what happens to
materials? Where do things go when discarded? What
can you do with them? I propose we use these materials to make things that bring us happiness through play
and will enhance our spatial skills.
In our world it is clear that matter out of place is
“trash.” Generally, at the point of dislocation, stuff usually
consists of leftovers or remainders—waste or unwanted
material—from some activity or process. So why not make
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that “waste” a part of a new activity and process? Wood
shavings are some of the most beautiful forms created
when working with wood. Why don’t we then bring our
curiosity to the next step of what happens to materials?
Where do things go when discarded? What can you do
with them? I propose we use these materials to make
things that bring us happiness through play and will
enhance our spatial skills.
Spatial skills are a central component of intellect
and show marked individual differences. There is evidence
(e.g., Berk, Mann, & Ogan, 2006) that variations, in the
children’s development of spatial language (the way a
body and materials interact within a space) can direct a
child’s attention to speciic aspects of the environment.
Educational interventions generated by the interaction
with blocks naturally produces elevated levels of spatial
language, especially in the context of collaboration,
suggesting multiple ways of interacting to create an “end”
product. Color Cubes, which is played independently or
as a group, facilitates collaboration and spatial strategies
while building shared meaning in block play. This play
pattern encourages communication through language
development.
Color Cubes is a combination of form, color and
texture enabling a child to play and interact with the toy
by building and coloring, thus expanding their spatial
and language development. The cubes are created from
up-cycled material (recycled wood shavings) combined
with eco-friendly, plant-based resin to create handmade
“particle-board” cubes. Created from a mold (1’ x 2’ x 3”)
rectangular block and then cut into multiple individual
cubes (2” x 2” x 2”). Half of the cubes are then dipped
multiple times into various colors of wax. The colorful
facades give the user the ability to build with physical
63
63

Play Is Everything

blocks and color simultaneously. These building blocks
particularly spike curiosity for their versatility qualities.
This product is not only for stacking, but also is a drawing
tool. Color Cubes improve the human experience by
heightening our imagination and collaboration through
play. Color Cubes are versatile objects used in, but not
limited to, a classroom setting, ideal for individual and
collaborative play.
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II.

Board Games

Introduction

The ability to play is a complex activity at the core
of human learning. From Monopoly to poker, Doom
to the baseball diamond, games allow us to explore
social interactions, take risks, set goals, develop skills,
and expand our imaginations. Furthermore, play can
entertain us without any serious consequences.
What makes a game fun? Or memorable?
Throughout the irst semester, I explored the intersections
of learning, experimentation, teaching and play. By
constructing multiple projects, I searched for innovative
ways to expand or reinvent game traditions. To create
multiple games, I examined how game mechanics
(rules/systems) thoughtfully combined with game
aesthetics (visuals/story) could be used to craft engaging,
memorable and informative user/player experiences.
Quality assurance and usability concerns were explored
through focus-group play tests. These non-digital
games are conceptually innovative responses to various
questions I posed relating to play.
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Game 1
The Hidden Treasure

The hidden treasure addresses the following
prompt: create a game based off an existing story.
Creating a game based off a story helps a child better
understand what the plot of the story is and the moral
reasoning behind it. This form of game design is used as a
visual aid. In the Journal of Education and Practice (2015)
Burton states “Visual aids are those sensory objects or
images which initiate or stimulate and support learning”
(p. 226) and James Kinder describes visual aids as “any
devices that can be used to make the learning experience
more real, more accurate and more active.” (p. 226)
Visual aids are crucial aspect to learning environments,
especially for those who are visual learners. Based off The
Hidden Treasure, an existing public domain IP, I crafted
a game with play mechanics and rule systems inspired
by and appropriate to that story line. This short story is
easy to understand and serves as a good example of the
positive outcome of hard work.
6666
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Story of The Hidden Treasure
There lived a farmer in the village. He had ive
sons. They were all idlers and never helped
their father.
They always quarreled among themselves. The
father was very sad and worried. He tried his level
best to mend their habits but all in vein.
Once he was taken ill.
He called his sons. All of them arrived to see their
father. He asked them to sit down and
listen to him carefully.
The old father said, “My dear sons, I am weak and
ill. I may die any moment. There is a lot of money
hidden in our ields but I have forgotten
where I had buried it. Dig that treasure
out after my death.”
The farmer died after two days. The sons dug every inch of the land but could not ind anything.
As the ield was well ploughed, an old man advised them to sow wheat there. They had a very
good crop. They sold the wheat for a lot of money. Now they understood what their father meant.
It was really the hidden treasure. From that day
they worked hard and lived a happy life.
Moral:
In order to achieve something,
you need to work for it.
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Game 2
Art Complex

Art Complex is a board game that addresses a
focused area of innovation: art school. Prior to going
to Rhode Island School of Design, I had no idea what
to expect—which is applicable to any major within a
school. There was an opportunity to ill that gap, create
a tool that educates my potential peers about the “real”
expectations within a given major and environment.
Merriam-Webster’s collegiate dictionary’s (2003)
deinition of art school, “noun. a college which provides
training in art” gives a deinition to a prospective artist
with not the slightest knowledge of what to expect.
Art Complex was created to educate about
the lifestyle (e.g., extensive hours in class, abundant
consumption of coffee and lack of sleep) and the tools
(e.g., pencils, pens, drills, hammers, Illustrator and
InDesign) that a student masters within a given major.
Players ultimately have the opportunity to gain a clearer
perception about their potential path within the art world.
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Game 3
Power Pyramid

Pyramid Power was created as a simple and easy
way for players to better understand the variety of food
products within each category on the food pyramid.
Using the simplicity of pairing colors of triangles
together, Pyramid Power emphasizes the importance of
understanding the necessity of a balanced, varied diet
by depicting food groups. Food groups include fruits,
vegetables, grains, dairy products and other proteins,
including meat, ish, beans, nuts and eggs enabling
the player to distinguish the healthier foods and food
categories from processed “unhealthy” foods.
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Game 4
Food Famine

Food Famine was created to educate kids about
nutrition. The percentage of children with obesity in
the U.S. has more than tripled since the 1970s. Today,
about one in ive school-aged children (ages 6–19) are
obese (e.g., Fryar, Carroll, Ogden, 2014). There are many
studies about the connection between the environments
where children spend their time—such as homes, schools
and community settings—and the foods they consume
(e.g. Ogden, Carroll, Lawman, Fryar, Kruszon-Moran, Kit,
Flegal, 2016). Inevitably children achieve and maintain
a healthy weight by eating more nutritious foods and
eating fewer foods and beverages high in added sugars
or solid fats (e.g. Han, Lawlor, Kimm, 2010). Although
education systems are aware of this basic knowledge,
the implementation and action is missing.
Food Famine is a fun, engaging way for children
to better understand the nutrients within different food
7070
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groups. The game’s premise is that 98 percent of the
earth’s food crops are depleted and the four players are
the last humans on the planet to save mankind. Each
player is shipped into a “food galaxy,” collects “food stars”
(nutrition points) and strives to obtain the healthiest food
stars in a limited timeframe to survive the longest when
they return to earth.
II.

Board Game Rules
Food Famine

Power Pyramid
SWEETS
&
PROCESSED
FOODS
Rarely

EGGS, FISH, OIL & FAT-FREE
DAIRY
Less than 10% of calories

Power
Pyramid

SEEDS, NUTS
&
GOOD FATS
10 - 40% of calories

Power Pyramid allows children and parents to create a
healthy food pyramid while educating them about different
foods within food groups.

BEANS, LEGUMES,
POTATOES
&
WHOLE GRAINS

FRUITS
10 - 40% of Calories

Children, ages six and above, will have the ability to play,
create, collaborate and learn about the foods they should seek
and should shy away from.

10 - 40% of Calories

The food tiles have food on one side and a color on the other.
The color indicates the food group the food tile belongs to, while
the image indicates what the food is.
VEGETABLES

There are more food tiles than spaces on the board allowing the
child to understand the variety of foods that belong in the
various food groups. The Power is in your hands to create
the healthiest pyramid!
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Art Complex

The Hidden Treasure
The Hidden Treasure
My dear sons,
My health has been deteriorating over the past couple of months and I feel as though my time has
come. I have tried to encourage the four of you to pursue something in your future, yet you have
hesitated to work. So, I have decided to let you in on a secret. There is a treasure box filled with
gold coins and gems for the four of you to share equally amongst each other.
I know that this must come as exciting news for all of you but I cannot remember where I have
hidden the treasure. However, the treasure box is buried in our land. I wish you good luck and
remember, hard work always pays.
All my love,
Your father

Four Brothers
Four Seasons
>Farmers Market<
Produce Value
CORN

After the father’s death, you and your brothers came across your fathers note. Although you
are happy about the hidden treasure, it saddens you that their father had forgotten where the
treasure was hidden. So you and your brothers set out, working very hard to dig up all of the
land and yet came across no treasure.
A passerby noticed the dug up land talked to you and your brothers about the business in
farming. Ecstatic about the idea of making money, you and your brothers took the man’s
advice and the four sons sowed vegetable seeds, planted greens and flowering plants
throughout their land. Within a few weeks, your land became a fertile garden with nutritious
vegetables and greens. You and our brothers became hard workers harvesting everyday, selling the vegetables at their market, “Four Brothers Four Seasons.”

ROMAINE

CELERY

1 GC

2 GC

3 GC

4 GC

5 GC

BROCCOLI

BEANS

BEET

PUMPKIN

6 GC

7 GC

8 GC

9 GC

10 GC

GC = Gold Coins

Each player has 20 minutes to gather as much produce as possible and make it back to the
entrance of the ranch. The player with the amount of vegetables with the most value is the
winner—the hardest worker.

Organic Features

The youngest person goes first by rolling the die and moving the number of holes indicated
on the die. Players can move any direction from their starting point. That player obtains the
seed that has been planted in the hole they land on.

KALE

CABBAGE

When it comes time to harvest, you naturally compete with your brothers to see who can
collect and sell the most produce in a given day realizing that the harder you work, the more
money you earn.

After placing the farm tokens randomly, facedown, on each hole choose a playing piece. Each
player (son) chooses a playing piece (a colored bucket) and starts on a flag, of their choice,
marking their last point of harvest.

CARROT

Tractor, moving fast,
roll again

Rodent ate your plant,
put one seed back

The seed will have either a vegetable, action symbol (rodent, truck, shovel, weed) or be blank
on the other side of it. Keep your plants and do the actions indicated on the symbols. Players
may decide to go to the “Four Brothers Four Seasons Market” at any given point during the
game but are not allowed to leave.

Weed took over,
take away 2 GC

When the 15 minutes is up, players who are at the Market add up their coins, those who did
not make it home automatically forfeit their earnings. Who can work the hardest in a timely
manner?

Need to dig,
miss a turn

After each round shuffle all of the seeds together and randomly place them on top of the
holes on the board.
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Stage 5
Play Practice
I.

Teaching philosophy

I believe that my mission as a teacher is to be a
visual educator, one whose passion is creating learning
environments conducive to collaboration. My overarching
belief is to encourage students to understand the
importance of art in our daily lives through the places
we live, the people we know, the things we collect and
in what we have created. The items we make in an Art
& Design class are a trace of who we are. My goal is to
have my students look at the items they produced and
recognize purpose and intent. How do we dissect the
materials we see and use them to create something? How
do we relate the use of one material with the existence
of another object? As a teacher, I will seek to advance
dialogue and conversation rather than competition
and suppression sometimes found outside a learning
environment.
The foundations of industrial design complement
and enhance standard art education. As an industrial
designer I am surrounded by dialogue and conversation,
practiced across a broad spectrum of disciplines that
allow me to immerse myself in various professional ields.
These disciplines range from fashion, manufacturing
and engineering to farming. Through my professional
training I have gained perception, determination and
direction by working independently. Group projects
have enabled me to gain strong communication and
presentation skills from the countless iterations of CAD
iles and manufactured parts required by such projects.
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Together these have produced a richer, more insightful
design practice. My aim is to bring these skill sets into
the classroom setting and teach them collectively, not
individually, for each to complement the other.
My experience has taught me that process is
vital. Throughout my teaching students will learn design
vocabulary, critical thinking, user research, concept
generation and communication of their ideas to gain
creative conidence. Students will learn how design
thinking can be used to identify and execute business
opportunities. The role of design thinking in my teaching
philosophy begins with thorough investigation. Design
thinking is ideating beyond what is obvious and apparent
with an emphasis on empathetic research toward an end
result for an intended user. As a student’s design process
develops, they will create a deeper understanding of his/
her own identity as a designer. Students in my classes
will initiate a dialogue with form and function that will
facilitate an expansion of the boundaries of their role as
a designer.
My own classroom experiences have enabled me
to understand the importance of process within a given
course, as previously noted. My history and experience
cultivated my role as a designer and an educator. One of
my most impactful college undergraduate experiences
took place outside the classes of Rhode Island School
of Design. During my senior year, I enrolled in a class
at Massachusetts Institute of Technology (MIT) in hopes
of gaining better communication skills across multiple
functional disciplines. Working directly with graduate MIT
engineering, business and PhD students seeking design
inputs gave me a fresh perspective on the importance
of process. The “process” became a collection of linked
methodical tasks through the encouragement and
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persistence of each individual involved enabling us to
not only succeed at creating a functional prototype and
patented product, but more importantly also established
a team. Working together with cross-disciplinary team
members focused my attention on the importance of
communication. I learned that communication is not to
get your voice heard, but to listen carefully and critically
to what your peers have to say. For a designer, patience,
attentiveness and empathy are vital in design thinking.
This seminal experience inluenced my teaching
philosophy and strategy. The wide range of courses
I can teach will demonstrate the value of persistence,
thoughtfulness, communication, teamwork, identiication
and listening. My goal in all of my courses will be to use
visual, auditory and kinesthetic teaching methodologies
through lectures, demonstrations and projects to enable
students to gain creative conidence. In my proposed
course What is Play? I will move the class forward in
collaboration by combining these teaching styles. More
experiential assignments will precede analytical and
investigative assignments within the irst few weeks. I
envision this class as extremely hands-on, while student’s
individual design processes will gain multiple capacities
through innovative design ideas. Projects will include
various forms of mind mapping, presentations, material
exploration, prototyping and model making, creating
a well-rounded understanding of a multifaceted
designer’s required goals. Successful students will be
those demonstrating an in-depth understanding of a
strong concept using relevant and accurate research to
support the topic or class assignment. These activities
will encourage students to be inspired and inluenced
by their peers and objects they engage with daily to add
value to the classroom.
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My intent is for students to gain the opportunity to
create, ideate and communicate with conidence in any
given environment. As an educator, I will create activities
that enable students to understand art is in everything,
all around us and identity is translated through art forms.
The purpose of my courses is for students to formulate
what design means personally to them, to understand
how design inluences their daily lives and can lead to
creative conidence. These courses will teach students to
embrace their own identity. Inspiration will be taken from
the relationships with people and materials they engage
and interact with daily. Projects will include material
exploration, failure, insight, alteration, adaptation and
collaboration—ideas formed into a reality. Students
will conclude these courses with inal papers and
presentations based on the teachings of existing, tangible
objects that create relationships through interaction and
verbal conversation.
As an artist, designer and creator with a passion for
teaching, it is my responsibility to make sure that students
understand that “mistakes” will not be seen as failures,
but instead as an elemental part of the overall process.
Empathy will allow students to understand whom they
are designing for and how their designs will affect them.
Students will have questions, and those queries will lead
to the next iterative step. They will be encouraged to
be humble and allow others to inluence their ideas, to
make the most out of every moment, to have reasoning
behind every decision and, most importantly, to take
personal responsibility for their ideas.
The roles of a designer and an educator are always
growing. A tree is a ine analogy. The trunk represents our
core values, the branches are the various directions we
take, and the leaves are our ideas and experiences that
come from them. These elements grow together as a
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whole and create an identity. Observation and creation are
important elements that continue to inluence my life as a
creator and instructor inherently inluencing my teaching
philosophy. Revision, perception and determination
allow me to adapt and give me great excitement for
the future adventures. All of these elements a designer
encounters have added value and richness to the path I
plan to take as an educator.
II.

Course Descriptions

Design Studio
6 credits

THE SECRET BEHIND DESIGN:
The Conidence Game
Adeline Diamond

Design is based on a plethora of complex criteria:
human experience, social behaviors, global, economic
and political issues, physical and mental interaction,
form, vision and a rigorous understanding and desire for
contemporary culture. With so many design elements
constantly surrounding us, it is hard for a designer to
ind his or her place. So how is design inluencing us
individually? What does design mean to one person
verses another? How might one opinion of design
inluence another’s? How are objects being used aside
from their intended purpose?
The goal of The Secret Behind Design is for
students to create a deeper understanding of how
design inluences their daily lives and creative conidence.
Creative conidence, gained through examination,
interpretation and application, is a key ingredient in
becoming a designer. This course will focus on learning
the deeper meaning behind experiences we are involved
in, participate in, acquainted with, exposed to, observe,
aware of and have insight into.
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This course will be divided into two stages; the
irst is research based. Through research students will
learn how to formulate and ask the right questions.
What does design mean in relation to my life and the
environment I live in? Why am I interested in this topic
and what concerns me? What relating to this topic is
identiied and unidentiied? How are particular design
elements making a difference in my life and how are they
affecting others differently? These questions will enable
students to obtain a deeper understanding of their
design curiosities and will be investigated, discussed and
answered through this early stage.
The second stage will focus on learning how to
apply one’s creative conidence into a physical object
that demonstrates a personal understanding of design.
Students will explore rapid prototyping methods through
scale model-making exercises, and move on to a fullscale model for their inal product. Rapid prototyping
allows students to gain material knowledge and the
ability to create prototypes while experiencing material
restrictions. Learning the power of rapid prototyping gives
students an appreciation and better understanding of
CAD programs and 3D printers. Students achieve critical
acumen in distinguishing the qualities and transpositions
of both rapid prototyping and CAD programming.
The goal for the semester is for students to achieve
creative conidence: The ability to surmise the spectrum
of achievable goals and balance these quickly with goals
that may appear serendipitously. Students will present
multiple design-concept sketches and will be asked to
improve and produce one of these by model making.
This is a heavy research and hands-on class. Students can
expect to make multiple scale models and one full-scale
model, along with a presentation of their process, for the
inal project. The student’s inished product will inevitably
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deine his or her personal perspective of design and
the intended customs for it. By the end of the class,
students will have knowledge and signiicance of rapid
prototyping, the value of design and gain creative
conidence.
Instructor: Adeline Diamond
Capacity: 15
Credits: 6
Estimated costs: $150
Class Time: Tuesdays/Thursdays (1–6pm)
Academic Level: Undergraduate sophomores and above
Prerequisite: Woodworking skills (wood 1)
FALL

Studio
6 Credits

WHAT IS PLAY?
Adeline Diamond

Play is a way of bringing people together in a
way, shape or form not considered to be a typical way of
human interaction. A playground is one example of how
we craft a design that creates engaging, memorable and
informative experiences. By making and creating things
that are interactive, we deepen the meaning behind our
actions. These actions tell stories and evolve emotions
through visuals and mechanics of play. The combination
of the game mechanics (rules and systems) with the
game aesthetics (visuals and story) of a playground is the
perfect application of play. But how do we create play
when we have limited materials?
The goal of this class is for students to gain rapid
prototyping skills, connecting the relationship between
craftsmanship and technology and by creating objects
that inform play with material restrictions. Material restrictions
will push students individual design processes in areas
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previously untouched. Working with unfamiliar resources,
students will learn to view objects and materials not for
what they are, but what they can be. Students will test
and push boundaries through curiosity. Throughout the
semester, students will achieve critical investigation skills
and create a inished object that facilitates play. By the end
of the class, students will have gained extensive material
familiarity, rapid prototyping abilities, understand the
value of design and the signiicance of play.
Instructor: Adeline Diamond
Capacity: 15
Credits: 6
Estimated costs: $100
Class Time: Tuesdays/Thursdays (1–6pm)
Academic Level: Undergraduate sophomores and above
Prerequisite: N/A – Although prototyping skills may be helpful
SPRING

Design Seminar
3 credits

WHAT HAPPENED TO
CONVERSATION?
Adeline Diamond

Twitter, Snapchat, text messages, Facebook and
Instagram are all part of our daily routines. Technology is
generating less verbal conversation, depleting our social
skills while simultaneously replacing our families, friends,
events, hobbies and even our teachers. For artists and
designers, our roles and our conversations are drastically
changing, too.
The goal of this class is for students to have a
deeper understanding of how technology inluences
design and our relationships with and without it. Course
participants will analyze and explore how social media
drives human desires and overrides human needs.These
established desires, through technology and media, are
changing a designer’s priorities.
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Throughout this course, students will investigate
their role as a designer and how objects and technology
generate and terminate our relationships with people,
places and things. What is your role as a designer with
and without technology? What drives your decisions as
a designer and how do those decisions deine us? Who
and what are we most inluenced by and how has that
generated modiications in our lives? How are forms and
surfaces composed in our environments and how are
they making decisions for us? These questions will push
students to investigate and deine multiple signiicant
design elements: simplicity and complexity, form and
function, and interaction and communication. Students
will investigate multipurpose, multifunctional and/or
modular objects redeining simplicity within a physical
space.
Through observation, interpretation and formation
students will redeine the necessary objects within
physical spaces. We will examine objects we possess and
question their relationship with technology and why we
obtain, forget and replace them. The questions we form
and answer will direct the investigation of how objects
affect our mood, relationships and well-being. Students
conclude the course with a inal paper and presentation
on an existing, tangible object that creates relationships
through interaction and verbal conversation without
technology.
Instructor: Adeline Diamond
Capacity: 15
Credits: 3
Estimated costs: $50
Class Time: Wednesdays (1–4pm)
Academic Level: Undergraduate sophomores and above
Prerequisite: N/A
FALL
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III.

Syllabus

Studio
6 Credits

WHAT IS PLAY?
Adeline Diamond

Play is a way of bringing people together in a way,
shape or form not considered to be a typical way of
human interaction. A playground is one example of how
we craft a design that creates engaging, memorable and
informative experiences. By making and creating things
that are interactive we deepen the meaning behind our
actions. These actions tell stories and evolve emotions
through visuals and mechanics of play. The combination
of the game mechanics (rules and systems) with the
game aesthetics (visuals and story) of a playground is the
perfect application of play. But how do we create play
when we have limited materials?
The goal of this class is for students to gain rapid
prototyping skills, connecting the relationship between
craftsmanship and technology, by creating objects that
inform play with material restrictions. Material restrictions
will push students’ individual design processes in
areas previously untouched—innovation. Working with
unfamiliar resources, students will learn to view objects
and materials not for what they are, but what they can be.
Students will test and push boundaries through curiosity.
The course will be divided into two stages, the
irst will be investigating and dissecting the meaning of
play. What does play mean for different genders? How
does age deining play? What is the signiicance of play?
These questions will facilitate group discussions along
with individual presentations on students’ perspective on
play.
The second stage will focus on solving problems through
play. Students will test and drive the limitations of multiple
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materials, by creating objects that facilitate play, in
our social and physical environments. After testing
these objects through comparing, contrasting and
experimentation, students’ achievements will facilitate
the construction of other mechanics, applying their
observations from our past experiences to their future
goals. Students will explore rapid prototyping methods
through scale model-making exercises and move on to
full-scale models for the inal product.
Throughout the semester, students will achieve
critical investigation skills and create a inished object that
facilitates play. Students will present a clear understanding
of their intended user and will be asked to produce a
product that facilitates play with given material restrictions.
This is an extremely hands-on class with an emphasis on
material investigation and critical analysis. Students can
expect to work in groups on smaller assignments in the
beginning of the semester, and create a inal product
and process presentation for the inal project. Creative
and more experiential assignments will precede more
analytical and investigative assignments for the irst ive
weeks. By the end of the class, students will have gained
extensive material familiarity, rapid prototyping abilities,
the value of design and the signiicance of play.
Instructor: Adeline Diamond
Capacity: 15
Credits: 6
Estimated costs: $100
Class Time: Tuesdays/Thursdays (1–6pm)
Academic Level: Open elective for undergraduate sophomores
and above
Prerequisite: N/A – Although prototyping skills may be helpful
SPRING
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Goals:
1. To contextualize and analyze the meaning of “play.”
2. To understand the element properties of materials
(foam core, blue foam, yellow foam, wood, metal, etc.).
3. To learn rapid prototyping techniques (carving, scoring,
sanding, laser-cutting, scale model making, etc.).
4. To comprehend the fundamentals of design (history,
products, process, application, purpose).
5. To develop a basic understanding of manufacturing
techniques (molding, transferring, casting, forming,
engraving, pressing, extrusion, itting, rolling,
spinning, stamping, lathing, vacuum forming, etc.).
6. To make use of limited materials (making objects with
recycled materials).
7. To apply a critical vocabulary to the techniques com
monly employed in the design-studio setting and the
broader design world.
8. To utilize an understanding of the contemporary and
historical issues that inluence design and how they
relate to the materials being used.
9. To integrate important personal issues and cultural
contexts into the making process (why are you using a
material in a speciic way?).
Course Learning Objectives:
1. A solid comprehension of the importance in process,
exploration, collaboration, materials, techniques and
presentation skills covered in this class. (40% of inal
grade)
2. A inal project that exhibits the mastery of at least one
material and a process presentation that clearly illustrates
the intent behind your research, material exploration
and inal product. (30% of inal grade)
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3. Considerate participation and engagement in
group and class discussions, critiques and exercises.
(15% of inal grade)
4.Evidence of integrative critical thinking, research,
critiques, group exercises, material exploration, paticularly the inal project. (15% of inal grade)
Assignments:
1.
2.
3.
4.
5.

Class readings
In-class assignments/activities
Research assignments
Group assignments
Final Project & Presentation

Grading Structure:
Participation – 30%
Assignments – 40%
Final Project – 30%
Methods:
1. Research & discussion. Readings are assigned to
inform a student’s research topic. Research will enable
students to gain inspiration, improve their understan-ing of materials and prototyping skills. In class, students
will discuss what they learned and how it applies to
the design subject.
2. Presentation. Students will create process presenta
tions and discuss their research in class. Presentations
will illustrate their personal deinitions and meaning of
“play.”
3. Studio practice. Group activities will give students a
better understanding of what play is, how it is deined
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and how materials are used to facilitate play.

Critique Criteria:
1. Lectures & Demonstrations. Lectures will be given
on original questions and integrate objective analysis
that create clear organization of ideas, how to
research effectively, narrowing a topic, presentation
skills and understanding of causality. Guest lecturers
will present their knowledge and understanding of
“play” and how they applied their skill sets to facilitate
play. Demos will be given of various tools paired
with materials that students will use throughout the
semester.
2. Activities. Field trips to both the Providence Children’s
Museum and the 100-year-old Boston Children’s
Museum will take place at the beginning of the
semester. These visits will permit students to observe,
study and document the actions of educational play
to inform their research and advise their inal project.
Research assignments will inform a presentation on
a speciic topic. In class, while working in groups,
students will collaborate on creating objects of “play”
with various and limited materials. Individual activities
lead into group activities allowing students to dissect
the process, material application and intent behind
the end result.
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3. Assignments. Students will be given weekly
assignments only in the irst half of the semester. The
second half of the semester is devoted to creating a
inal product.
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Assessment:
1. Participation. While students are practicing the
exhibited methods and after a demonstration, the
instructors will roam the classroom and question, aid
students individually and/or in small group activities.
Field trips to both the Providence
2. Exercises. After group exercises, students will display
their work without giving any context of their project
and partake in a class critique. This allows students to
understand how shape, form and overall aesthetic of
an object is portrayed and secluded without explanation.
3. Presentations. There will be a class critique after
each student presents each completed assignment,
including the inal project. Different formats and
starting points will occur for the critiques. The instructor
will lead the critique in which they and fellow students
constructively discuss each student’s work, material
and construction issues that arise and suggest ways to
address the issues raised.
Schedule of Instruction:

Week 1

Class Introduction

Go over the syllabus, class protocol, introductions and teacher presentation.
Assignment: Create a 10-minute presentation of what
play means to you and what your favorite games are.
Be prepared to share in the next class.

Tuesday:
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Share presentations and discussion.
Assignment: Think about what play means for other
people. Go out and explore your environment. Take
at least 20 pictures that are examples of play. Create
an inspiration board and analysis board composed of
these pictures; be prepared to share the boards with
the class next week.

Thursday:

Class Outcomes:
Understandings and articulation of common applications
of play. Acquaintance of your fellow classmates.

Week 2

Personal Investigation

Share presentation boards, discussions.
Assignment: Find ive objects within your household
that facilitate play but are not made for that purpose.

Tuesday:

Guest speaker on “designing for play.”
Assignment: Create a game with household items and
be prepared to share and play in small groups in class
next week.

Thursday:

Class Outcomes:
Recognition and communication of how various
objects facilitate play. Awareness of design qualities
enhancing play.

Week 3

Play Environment Research

Share presentation boards followed by
discussions. Presentation given on the
following topic: Environments effect on play
Assignment: Research and create a ive-minute
presentation on a speciic site that facilitates play; be

Tuesday:
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prepared to share in next week’s class. (For inspiration
look at van Eyck’s playgrounds in Amsterdam, Netherlands.)
Visit the Boston Children’s Museum
Assignment: Continue the research project from
Tuesday along with a one-page paper on the observations
you made at the children’s museum.

Thursday:

Class Outcomes:

Gain deeper understandings on how an environment
facilitates play by the objects that are added or created
in that speciic site.

Week 4

Play Product Research

Presentations and class discussion. Lecture on
the different types of play: physical, silly, social
and surprising.
Assignment: Experience these different types of play;
document what made you feel a certain way while
undergoing each experience. Categorize and draw
cross-connecting lines where these different playing
types intersect and differentiate.

Tuesday:

Visit the Providence Children’s Museum
Assignment: The visit to the museum should result in
observation and documentation of products kids were
interacting with the most. Find similarities among 10
products and create a presentation.

Thursday:

Class Outcomes:
Differentiation and categorization of qualities of play.

Experiential and ruminative methods of engagement.
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Week 5

Introduction to Brainstorming for Product
Idea Generation

Presentations and class discussion. Brainstorming
techniques lesson. The lesson will demonstrate
diagrams, rapid drawing techniques and how
to develop a sketch and diagram into an
established drawing and formulate a solidiied
idea.
Assignment: Sketch 10 of your favorite ideas and then
move into prioritizing them into three develope
diagrams and drawings; be prepared to share the
ideas next class.

Tuesday:

Idea presentations. Group critique.
Assignment: Revise your ideas based on feedback;
be prepared to take one of these further for your inal
concept within the next two weeks.

Thursday:

Class Outcomes:
Application of brainstorming techniques of rapid visualizing
and sharing. Summary of your best concept ideas collected
from observations, research and discussions both visually
and verbally.

Week 6

Introduction to Prototyping

Lecture on materials and prototyping. Orientation to
the Model shop.
In-Class Assignment: Create rapid prototypes of each
concept; be prepared to share the next class.

Tuesday:

Thursday:
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Examine (moving two “share” weeks to an
advancing level of thinking and doing). Rapid
prototypes in small groups subsequently
group discussion and feedback.
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Assignment: Based on the feedback given by your
peers, choose one of the concepts created and
produce a looks-like prototype. (This will be the direction
for your inal.)
Class Outcomes:
An understanding of the purpose of prototyping.
Application of rapid prototyping techniques enabling the
creation of quick- paced concepts.

Week 7

Conducting Interviews

Analysis on how to conduct informal and
qualitative user studies. Conduct interviews
with peers in class.
Assignment: Prepare questions for user interviews.

Tuesday:

Break into groups to interview guest users for
product idea.
Assignment: Conduct ive user interviews outside
the classroom, along with three to ive revised product
idea sketches motivated by interviews; be prepared to
share the next class.

Thursday:

Class Outcomes:
The basic knowledge of conducting and working with users.
Transference of knowledge to conduct actual user interviews.

Week 8

Bringing all Segments of Play Together

Disseminate product feedback with class.
Class discussion. Discuss inal project expectations.
Assignment: In-class time to work on irst prototype.

Tuesday:

Thursday:

Review tips for interviewing users to get feed
back. On-going work on prototypes and
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questions for user interviews next week.
Assignment: In-class time to work on irst prototype.
Idea presentations. Group critique.
Assignment: Revise your ideas based on feedback;
be prepared to take one of these further for your inal
concept within the next two weeks.

Thursday:

Class Outcomes:
Creation of a prototype ready to show users to obtain
informative feedback.
Accumulation and synthesis of concepts and ideas.
Relection on methods for communicating to users.
Formulation of a plan for meaningful feedback from
users when you show them your prototype.
Generation of qualitative interview questions.

Week 9

Testing and Getting Feedback from Users

Conduct in-class user interviews in small
groups.
Assignment: Be prepared to share what you learned
for the next class.

Tuesday:

Conduct interviews outside of the classroom
setting. Show users your prototype(s) to get
feedback.
Assignment: Be prepared to share what you learned
for the next class and show the changes you applied
to your next prototype(s).

Thursday:

Class Outcomes:
Testing plan application to a real user interview
situation.
Summative indings from feedback.
Acquisition of revising and changing sequences.

Week 10
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Present what you learned from user feedback
in small groups. Brainstorm revision ideas.
Assignment: Work on revision ideas.

Tuesday:

Guest Speaker: Developing & improving
presentations and communication skills.
Assignment: Storyboard a critical worklow and
process of product concept.

Thursday:

Class Outcomes:
Process awareness.
Deconstruction of process.
Experimentation and redirection.
Proicient revision strategies of original product design plan.
Production of storyboard(s) to illustrate changes based on
outcomes.

Week 11

Final Revisions

Class time to make inal revisions to prototypes.
Assignment: Continue to work on inal revisions.

Tuesday:

Class time to make inal revisions to prototypes.
Assignment: Continue to work on inal revisions.

Thursday:

Class Outcomes:
Creation of a inal prototype.
Incorporation of challenging new ideas from peer and
group input and user interviews.
Revisions planned based on changes identiied through
critiques and user interviews.

Week 12

Final Presentations: Refining an Argument
and Defense

Presentations
Assignment: Students produce a list of questions,

Tuesday:
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observations and changes informed by the critique
of their inal presentations. This document is to be
printed and brought to the student’s individual
meetings the inal class. (Be prepared to defend your
design process and decisions in a question-and-answer
period following the presentation.)
Individual Meetings
Assignment: Complete the teacher/class questionnaire.
Student responses to the questions will inform the
teacher what improvements can be made to the course.
*This form must be illed out to receive a inal grade.*

Thursday:

Class Outcomes:
Research capabilities merged with conceptual thinking.
Ability to formulate informative questions throughout the
course.
Obtained skills to dispute and defend individual design
process.
Final product that supports project decisions through
research, studies, process and design concept.
Synthesis of complex levels of design.

Attendance:
General course and attendance policies: Students must be in attentive
attendance for all lectures, demonstrations, guest speakers, museum visits,
open-studio work time and both individual and group critique sessions.
Students are expected to arrive to class on time, prepared and present for
the duration of the class. Due to the methodological content of this course,
it is vital that all students arrive promptly for instruction and discussion.
College attendance policy is as follows: 3x tardy = 1 absence. Repeat
tardiness and subsequent absences will result in the lowering of your grade.
Faculty may drop students from their courses after two unexcused absences.
Students with two unexcused absences will receive a W (withdrawal) or F
(fail). If there are medical issues, a family emergency or other extenuating
circumstances, the student may receive a W. There are three categories of
excused absences: illness, religious holidays and family emergency. Absence
from class due to illness is excused with a note from Health Services or a
medical doctor.

“Play is the exultation of the possible.”
–Martin Buber
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IV.

Class Assignment
What is Play?
Personal Investigation Design Practice

Assignment Description:
First Project of Class
Create a 10-minute presentation of what play means to
you. The design of this assignment is context oriented,
which means students will explore the meaning of
“play” in terms of what facilitates it. Students will have
to deine this context and think why “play” is needed
in design. It is particularly essential for students to start
the semester by investigating the self and identify a
personal deinition, understanding and opinion of
play. This research will guide their direction throughout
the semester and result with a inal product.
Aims:

-To emphasize the importance of the establishment

of play within design.
-To research and distill selective components of play.
-To move to authentic engagement in design through
self-discovery.
-To offer an opportunity to critically think, question
and investigate the decision making in object design
that facilitates play.

Key Question:
The presentation needs to address multiple questions
-How do you deine play?
-How do materials facilitate play?
-How does an environment aid play?
-How are our senses activating play?
-How is age differentiating play?
-How is race distinguishing play?
-How is culture producing play?
-How is gender deining play?
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Class outcomes:
As the irst project, students will achieve
-Basic foundation for research, interviews, sketches
and prototyping, utilizing their knowledge to develop
inal ideas.
-An understanding and an articulation of common
applications of play.
-A general knowledge of play theory and a sense of
critical investigation around modes of play.
-Self-relection on biases, assumptions and
misconceptions of play.
-Essential knowledge of play to apply to future ideas,
prototypes and inal product.
Objectives & Competency:
40% Active critical investigation.

- At least ive visual references illustrating a brief personal
understanding and meaning of play. Design researching
will be considered as advanced.

30% Eager to explore, articulate and question the
meaning of play.

- At least 10 different questions and approaches of
investigating play are basic, more than 15 questions will be
considered as advanced.

30% Ability to translate personal sentiment to universal
understanding of play.

- A inal presentation shows the consistency of thought is
basic, and a well-reined presentation that can be clearly
understood, without explanation, will be considered as
advanced.
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Benchmarks:
A - Excellent investigation of the concept play, having
a great sense of how one’s personal understanding of
the topic impacts the process and inal product while
having the capability to create and present a vibrant
and detailed presentation. Establishing key questions,
consider the material, design and user generates a story.
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B - Good understanding and established personal
deinition of play, being able to describe a clear direction in process and have sense of the connection
between them.
C - Fair understanding of key questions, being able
to provide a context in terms of how play is facilitated
by speciic objects. Have fair sense of how a design is
related to play and its environment.
F - Poor understanding of the key questions, fail to
provide a clear idea of play. Have very limited sense of
how gender, age, environment and objects can connect to facilitate play

IV.

Grading Rubric
What is Play? Grading Rubric

The goal of this class is for students to gain rapid
prototyping skills, gaining critical investigation methods
to deine and interpret the means of play. Students
will connect the relationship between craftsmanship
and technology, by creating objects that inform play
with material restrictions and document the process.
Material restrictions will direct students individual design
processes in untouched areas, gaining new skill sets to
understand and view objects and materials not for what
they are, but what they can be. Students will be testing
and pushing boundaries through curiosity.
Each student will be graded on the following:

Research/ Concept Building (20%), Thinking/
Inquiry (30%), Understanding Materials (20%),
Engagement/Participation (20%), and Presentation
Skills (10%).

Goals:

Contextualize - Understand - Learn - Comprehend - Develop - Make - Apply
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VI.

Feedback Semester Recap

Course Goals:
Throughout the semester, students will achieve
critical investigation skills and create a inished object
that facilitates play. The goal of this class is for students
to gain rapid prototyping skills, connecting the relationship between craftsmanship and technology, by creating
objects that inform play with material restrictions.
Please evaluate the following by circling a number:
(1 bieng not at all, 4 being extremely)

1. I have a good sense of the most important points in the
class.
1

2

3

4

2. The assignments were continuously challenging me.
1

2

3

4

3. Discussion has helped me understand the key ideas in
class.
1

2

3

4

4. Group work has enabled me to understand various
perspectives on key design issues.
1

2

3

4

5. Presentations, group-work and discussions have im
proved my communication skills.
1
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These questions are intended to help me understand
what you’ve learned by the end of the semester.
Please answer them to the best of your ability.
1. What is the most helpful and important thing you
have learned in What is Play?

2. Has group-work enhanced your understanding of this
course’s material? Why or why not?

3. So far, have you found that this course challenged
your usual ways of thinking? In what ways?

4. What improvements do you feel could be helpful if
this class was taught again?

COMMENTS:
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stage
The Final Stage
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The endless summit

6
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Final Stage
The Endless Summit
Exploring the means of play has enabled me
to enhance my skill sets and better understand my
opportunities as an educator and designer. I can play
an important role in the culture and discovery that takes
place in a learning environment. My teaching is not a
guide, it does not structure play toward any one speciic
goal. I view children and adults as equally sophisticated
thinkers who can be directed toward achievement, not
perfection. As an educator I want to observe and take part
in play, but not intervene. In the end, both children and
adults resolve their own conlicts, manage and regulate
their own risk and develop rules and order to get the
most fun—through play. My purpose as an educator is
not solely to trust the material, but also trust the person
who is interacting with the material. This is because the
most effective learning takes place when students own
their experiences and discoveries, leading to creative
conidence.
Play, design and education have been consistent
throughout my life and an underlying theme for my thesis
as I pursued my Masters in Art and Design Education at
the Rhode Island School of Design (RISD). The journals,
models and teaching practice that constitute this thesis
are not merely notions, but a guide to understand the
signiicance of play. The meaning of play is subjective, yet
play is a necessity, not only for our cognitive development,
but also for our overall well-being. People are the
constant: no matter the activity, job or product, you have
a human being there and without understanding human
needs—what health and physical requirements lead to
105
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well-being—this process of play will not be enjoyed. My
research has supported the suggestion that people are
constantly looking for joy, for play brings surprise and an
element that improves quality of life.
Looking at human centric design and the market
place of education verses the needs within education
allowed me to articulate and create what situations and
products within education systems have a real need for
play. Play is vital within education systems, for play allows
children to understand how using different materials
enable them to gain skill sets and enhance cognitive
development. Everyone has insight, everyone has
wisdom they have learned, but not everyone has ready
access to it— the process of understanding one another—
but that access becomes more ever present with play.
Play in education is satisfying a real need.
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“Play is the highest form of research.”
–Albert Einstein

